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Dear The One 

| was wondering if there are any decent 
cricket games for the Atari ST as | cannot 
find any advertised. Also, | played on the 
arcades at Scarborough and found a 
rather neat football game called World 
Cup 90. Is this going to be converted to the 
Atari? 

Paul Joseph, East Lothian, Scotland 


As far as we know, Cricketgames are a bit 
hard ta come by on the ST — or any 16-bit 
format for that matter. There's certainly 
nothing available or due to come from any 
ofthe larger publishers, but you may strike 
lucky and find something from a smaller 
home-grown firm if you keep your eyes 
peeled. As for World Cup 90, the answer 
there is once again a big EN OH. The 
licence has yet to be acquired, and with 
the Worid Cup in its final stages, it's 
unlikely that anyone will take an interest. 


Dear The One 

What has happened to UMS II? A single 
advertisement in your magazine atthe end 
of last year and that is all. No review, no 
nothing except software mail-order com- 
panies saying they can sell you acopy. Isit 
released, and if it isn't, when is it likely to 
be’? Ifithas been released, why noreview? 
Even a negative view would be worth 
something. 

Andrew Martin, Melbourne, Australia 


Its the same old story — an early 
advertising campaign coupled with a 
number of delays in the game's produc- 
tion and the result is a fair amount of 
confusion. Butrestassured, UMS Ilisnow 
nearing completion (see News) and 
should definitely hit the streets in the next 
two months. 


AMIGA AMIGO? 


Dear The One 

In response to Mr Thinks-He's-A- 
Complete-Dude-Ace-Wiseguy- 
Smartarse-Name-And-Address- 
Not-Supplied in your June issue, | would 
just like to say that | would enjoy kicking 
him repeatedly in the head until it turned 
into a mushy pulp, as he is a completely 
irritating poser who thinks he's extremely 
hard telling you to “Cut the crap! Are you 
afraid Amigas are better or something?” 
What kind of a severely immature and 
irrelevant thing is that to say? | have an 
Amiga, and obviously in my opinion | think 
it is better than certain competing 
machines made by Atari, But | don't feel 
the need to write in saying your demo 
review page is crap (when it isn't, it is 
extremely useful) and | don't feel the need 
ta.give tips to the programmer of Rainbow 
Islands about hardware sprites and 
vertical scrolling. I'd like to see Mr 
Posemaster himself write a decent game 
before he starts dishing out his ‘witty’ 
comments and advice. Another annoying 
factor about this Chillin’ Cool Guy is thathe 
reckons you treat programmers like gods 
giving their life story etc, anc he rounds off 
his sentence with a typically cool “Wha 
cares? They are only doing a job like 
anyone else.” Well quite a few people care 
actually. It is interesting to observe their 
programming styles, projects they're 
working on, and how they got to where they 


THE ONE 


are now (but you couldn't possibly 
appreciate this as you are too busy being 
cool). So as a final suggestion to benefit 
humanity why don't you write toa few more 
magazines with your witty talents and 
humorous comment to give us all a good 
laugh. 

Richard Kelsall, Lymm, Cheshire 


This is the most printable letter we 
received regarding Mr A N Onymous’ 
opinions in the previous issue. 


A DARING 
QUESTION 


Dear Sir 
lam avery proud owner of both Dragon's 
Lair and Space Ace arcade machines. 
Although most of the screens in Escape 
From Singe's Castle are on the laserdisc, 
in some computer magazines it says: 
“First on laserdisc was Dragon's Lair, then 
Escape From Singe's Castle and then 
Space Ace.” 

| want to know if there was an Escape 
From Singe's Castle laserdisc. Also in the 
May 1990 issue you mentioned three 
sequels of Don Bluth games. Are they 
coming out on laserdisc or just on the 
computer and when are they expected to 
be out’? 
E Buckley, Coalville, Leicester* 


We can tell you now that there is definitely 
no Escape From Singe's Castle arcade 
machine. Readysoft's 16-bit conversions 
are basically just a collection of scenes 
fram the original Dragon's Lair that 
coulant be fitted into the original 
conversion. As for The Sea Beast And 
Barnacle Bill and Dragon's Lair: Time 
Warp — both were intended to be 
laserdisc arcade machines, but didn't 
make it, And when they might appear as 
home conversions has yet to be 
announced. 


| LIKE THE ONE 


Dear The One 

Many congratulations on your new look. 
Both myself and my brother have bought 
The One since the first issue, and we really 
prefer the new design, as it allows you to 
have many more reviews and bigger 
features. The only problem is, there's not 
enough colour anymore. The One used to 
be full colour, but now a lot of the reviews 
are in black and white? Why? 

J P Mieder, Watford 


| DON'T LIKE THE 
ONE 


Dear The One 

What have you done’? | refer of course to 
the magazine's ‘new’ look — it's horrible. 
In the last issue only three of the reviews 
were in colour, and they were all shorter! 
Why is there now so much black and white, 
and. why have the reviews got shorter? | do 
like the new-look cover though. 

Frank Yoop, Blackpool 


| ALMOST LIKE THE 
ONE 


Dear The One 

This is my first letter to you, and I'm afraid 
it's to complain about the ‘new format’. | 
have bought all but the first issue and up 


until now it has been something to look 
forward to each month (Groan! Corny!). 
But it’s true: loads of colour, full reviews, 
decent humour and packed full of good 
stuff to read. But your new format (issue 
21) really does seem pretty grey in 
comparison with its predecessors. What 
the hell has happened to your clear old 
blue, red and green summary review 
boxes’? Who turned the colour down? And 
would someone please justify ONE 
subject (football) dominating 27 pages! 
Hands up who likes reading something 
written at 90 degrees... (silance). What 
happened to multi-media articles (we don't 
all like football THAT much) with the old, 
clearer format. If you want aclear example 
of what direction The One should head in, 
lake a look at the December '89 issue — 
now THAT was something else... 

Tim Braithwaite, Sussex 


This has been one hell of a bone of 
contention over the last four weeks, and 
opinion has certainly been divided — for’ 
every person who likes the new look, 

there's another who doesn't. The reviews 

have been the main quibble and a lot of 
people seem to think they are shorter. In 

factyou will find that there are just as many 

words and pictures, it's just i's more 

compact. You will see more one and two 

page reviews, and less of the three and 
four page variety. The reason for this is to 

allow us to cover more games — ifwe gave 

everything a huge rewew, there would 
hardly be room for anything else (and no, 

we cant increase the number of pages 

without putting up the cover price)! As for 

Mr Graithwaite's comments... we did a 

count and 27 pages of football is a bit of 
exaggeration. The point is taken, but Mr 
B's letter was the only one out of the 

hundreds we received that objected. And 
the Encyclopedia of 16-bit games to 

which you refer isn'tsupposed to be read 
at90 degrees. The pages aresupposedto 
pulled out and assembled! Anyway, thisis 
clearly an argument that's not going to lay 
down and die without a fight, so keep 

those opinions roiling in — be they good or 
bad. 


THE ONE AND THE 
SAME? 


Dear The One 

When | was reading your Midwinter 
Players Guide in Issue 20 | got the uneasy 
feeling that | read this all before. After 
searching my mind for minutes | suddenly 
remembered it. | grasped my copy of the 
June edition of ACE and there it was: on 
pages 92 and 93 | saw the same Players 
Guide, letter-by-letter identical to yours. 

What is this? Are you and ACE sharing 
the same articles? If you are planning to 
continue doing this please let me know. 
Then | can save a lot of money by buying 
only one of both magazines. 

Also, could you tell me if Ciaran 
Brennan, your Deputy Editor, is the same 
Ciaran Brennan who plays guitar and 
synthesizer with the Irish group Clannad. 1: 
so how did he end up being Deputy Editor 
of The One? 

Martin Janssen, Mijnsheerenland, The 
Netherlands 


All we can say is that we certainly didn't 
intand to print the same Players Guide as 
ACE. What happened was that both The 
One and ACE asked Maelstrom for a 
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Players Guide at roughly the same time. 
without realising the other magazine was 
also after the same thing. A few lines got 
crossed and both magazines then printed 
the Guide, unaware of what was going an 
— by the time the mistake was spotted it 
was foo /ate. But you can rest assured that 
it definitely won'thappen again, As forthe 
Brennan issue, our lovable ex—Dep Ed 
(who's now editing PC Leisure) is not, as 
faras we know atleast, the sameas the CB 
from breathy group Clannad. 


WHAT A BIND 


Dear The One 

| have been buying The One magazine 
since April last year and now have more 
than enough issues to fill a binder. 
However | have not seen any advertising 
for such binders. Where can | get them? 
How much do they cost? My magazines 
are allovermy room and | would be grateful 
(so would my mur) if you can help me out 
of this mess. 

Andrew O'Connor, Amersham, Buck- 
inghamshire 


There are no official The One binders 
available as yet Andrew, but you can 
expect to see some advertised before the 
end of the year. in the meantime, it 
wouldn't hurt for you to tidy your room upa 
bit, now would it? 


SPORTS SPOT 


Dear The One 

| own an IBM PC compatible with a 5.25” 
disk drive (Amstrad 1512 if you must 
know), and am interested in obtaining a 
computer football, tennis or golf game for 
it. There are somany differant ones nowon 
the market that | don't know which one or 
ones to get. Please help! 

Jon Hawkins, Bristol 


ifit's a golf game you want, you can dono 
wrong with Electronic Arts’ excellent PGA 
Tour Golf, and you can see why on page 
32. Tennis games on the PC are a bit thin 
on the ground — UbiSoft's ProTennis 
Tour is probably your best bet. As for 
football, you'd be well advised to hang on 
for the PC release of Kick Off 2. Now that 
should be something special... 


CAN'T SEE THE 
WOOD FOR THE 
TREES? 


Dear The One 

Two things to say. Firstly where did the 
Tips section go in Issue 21 (June). 
Secondly when will Kick Off 2 be out forthe 
Amiga and will it be for 1Mb or what? 
Iman Saleem, Newarthill, Motherwell 


The Tips sectionin Issue 21 was replaced 
by the firstinstalment ofthe new Complete 
Guide To 16-bit Games. We are open to 
Tips queries though, so anyone stuck with 
any game should drop us aline. As for Kick 
Off 2, check out the Review on page 66 
this month. 
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© View the game from any one of ten “camera” angles — 
infinite on ST and Amiga. 

® Learn to play topspin and backspin balls. 
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® 72 tournaments to play in all based on real events with 
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® Digitised pictures (ST and Amiga) 

® Digitised voice of real Wimbledon umpire (ST pa veal te) 

Pee eee CCM 1) Me MC 
eee ee me ee 
million dollars! 


} 















ROBOCOP is back! The metallic 
lawman of the future, who 
smashed box-office records back 
- in1988 and topped the videocharts 
in 1989, is tooled up and ready for 
action in the movie's sequel — 
imaginatively titled RoboCop 2. 
The story picks up from where the first one 
left off. With the evil crimelord Clarence 
Boddiker out of the picture, RoboCop is 
back on the beat, dealing with a new 
problem in Old Detroit — narcotics. A 
designer drug called Nuke has flooded the 
city, and it's up to him to clean up the mess. 
Or is it? Our Robo's got more than one 
problem on his hands, Omni Consumer 
Products, the company that built him, has 
designed a new, improved and even 
harder RoboCop Mark II (originally called 
‘Kong' for some reason). And its first job is 
to wipe out the original RoboCop so it can 
take ‘his’ place as the city's leading 
lawman! As you might expect, all the 
drug-busting action comes to a head with 
an apocalyptic battle between RoboCop 
and his super-hard rival. 
5 
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With the original's director Paul Ver- 
hoeven up to his eyes with Total Recall, 
the man at the helm of this sequel is Irvin 
Kershner, whose previous directing 
credits include The Empire Strikes Back 
and Never Say Never Again. Comic-book 
author Frank Miller (who was at one time 
rumoured to be in the director's chair) has 
penned the screenplay. 

“It's astory ofa man in hell, amanwho's 
been put in a no-exit situation,” says 
Kershner in the June issue of Premiere 
magazine. “He has to make the best of it or 
blow his brains out." According to 
Kershner, while there's still buckets of 
action tokeep you on the edge of your seat, 
his sequel also carries the same underly- 
ing moral messages. “So many people are 
robots now,” he says. “It's ametaphor that 
reaches many levels.” 

While much about the film may have 
changed since RoboCop's first outing, 
there's one thing that's definitely staying 
the same. Ocean, whose licensed adapta- 
tion of the original movie enjoyed success 
compareble with the film itself, is again 
producing the official game. And surpris- 
ingly (considering that the movie's not 
even due for release in the USA until later 
on this summer), it looks as though the 
project is already well underway. 

A definite UK release for the movie has 
yet to be set, but sometime between 
Autumn and Christmas seems most likely, 
Ocean's game is slated for release at 
around the same time. 


'D BUY THAT FOR A 
DOLLAR (AGAIN)! 
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ROBOCOP'S car may have been shot up and burnt out, but that 
doesn't stop him dishing out serious amounts of violence inascene 
from RoboCop 2. 


= 














fe 








— i <>< > == | 


71% 
| 
= 
| 






oa, oe = 


any TRE ae ae 











; ; 
7 ey 


re 


11%) 





\ ' 


JULY 1980 






es 





' * es 


BACK in action and back on the beat, RoboCop shows off some 
fancy gun-handling to his partner Lewis in RoboCop 2. 


IN ACTION: Ocean's 
computer adapta- 
tion of the movie. 
Like the first game, 
it's a collection of 
scroiling platform- 
based shoot ‘em 
ups. Only this time 
Robo attempts to 
clean up the drug 
problem in Detroit 
and finally go head 
to head with his 
robotic arch-rival. 


AGAIN the gun- 
toting enemies 
come thick and fast 
in Ocean's software 
sequel. Don't these 
miscreants know 
he's invincible? 
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ALIVE ON THE OCEAN WAVE 


APPARENTLY the effects of global 
warming are causing the 

oceans to get bigger. And that 
seems to include the Manchester- 
based software publisher, which 
has aflood of original and licensed 
product for release over the 
coming months. 

By the time you read this, you should be 
able to get your hands on two sporty 
pieces, namely Adidas Championship 
Football and Tie Break, and two coin-op 
conversions: Sly Spy Secret Agent and 
Midnight Resistance. But there's a wait 
required for Epic, the space-age combal 
flight simulator’ from Retaliator author 
Martin Kenwright. Promising more 
polygons on screen than seems humanly 
possible, legions of mean alien types to kill 
and a sampled rendition of Holst’s The 
Planet Suite, Epic is due to be completed 
before the month of July is out. 

Also due to see the light of day in July is 
Realtime's tank-war extravaganza Battle 
Command (see Work In Progress, Issue 
20), while August promises to be even 


be FA 
Special Criminal Investigation: Chase 
HQ Il are currently coming together at the 
offices of Ice Software. 

In a more original vein there's Billy The 
Kid, a multi-level shoot ‘em upcum arcade 
adventure that puts you in the shoes of the 
legendary teenage outlaw William H 
Bonny — scourge of New Mexicoatthe end 
of the last century. Currently being put 
together by adventure aficionado Level 9, 
the PC version leads the way, with ST and 
Amiga bringing up the rear. 

September sees the release of the 
official Liverpool FC licence, along with a 
rather obscure butextremely clever puzzle 
game from Ocean France called Plotting 
(converted from the litle-known Taito 
Coin-Op). 

But perhaps the biggest of Ocean's 
Autumn licencesis Total Recall, basedon 
what is being heralded as “the greatest 
Schwarzenegger movie of all time.” Paul 
(RoboCop) Verhoeven has reputedly 
spent 70 million dollars on the project. It's 
best described as a blood-thirsty action 
thriller with a psychological twist as Amie 
explores the Mars of the future trying to 
rekindle memories of a former life. The 
mavie's already broken box-office records 
inthe States, and will probablydothe same 
when it hits these shores in September. 
Whether the game (which is being 
produced by Active Minds) will fare as well 
remains to be seen when it's released at 
the same time as the movie. 

As the year draws to a close, two more 
licansed titles are scheduled to hit the 
streets. William's OTT coin-op Narc 
should have weedled its way onto ST and 
Amiga by November (courtesy of Silk- 
worm and The Ninja Warriors con- 
verters, The Sales Curve), along with two 
of three games based on Clive Barker's 
forthcoming fantasy flick Nightbreed. 


more fruitful. The conversions of Taito's 
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ARNOLD'S getting physical in Total Recall, dueto hitUK on both big and smallscreens this 
Autumn. 

















HARD BUT only a child... Billy The Kid struts his stufti 


Ocean — but he won't be on the streets until July. 
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CUTE arcade puzzle action in Plotting from Taito and Ocean France. Incredibly sweet, 


maddeningly addictive and, surprisingly, never heard of until recently. 


1 »« GREG NORMAN'S 
ULTIMATE GOLF 

Gremiin 

2? » MIDWINTER 

Rainbird 

3 @ SHERMAN M4 

Rainbow Arts 


_ 4NE DRAGON'S BREATH 


Palace 

5 NE ITALY 1990 

US Gold 

6 NE CYBERBALL 
Domark 

7 NE CLOUD KINGDOMS 
Millennium 

8 NE MANCHESTER UNITED 
Krisalis 

9 # IVANHOE 

Ocean 

10 NE ZOMBI 

UbiSoft 


Courtesy of Software Circus Ltd, The 
Plaza On Oxford Street, 120 Oxford 
Street, LONDON WiN SDP. Tel: (071) 436 


2811. 


One Year Ago 
ATARI &T 


1 POPULOUS 
Electronic Aris 

2 ROBOCOP 

Ocean 

4 DRAGON NINJA 
Imagine 

4 POLICE QUEST 2 
Sierra 

5 DUNGEON MASTER 
ELITOR 

Sonex 

6 SILKWORM 

Virgin Games 

7? VOYAGER 

Ocean 

8 THE RUNNING MAN 
Grandslam 

9 MICROPROSE SOc- 
CER 

MicroProse 

10 KING'S QUEST TRI: 
PLE PACK 

Sierra 














TOP TEN 


France 


ATARI $7 


1 F-29 RETALIATOR 
Ocean 

? WANHOE 

Ocean 

STALY 1980 

US Gold 

4 E-MOTIOH 

US Gold 

5 CAACK DOWN 

US Geld 

6 DAAGON'S BREATH 
Pralane 

7 RAINBOW ISLANDS 


Ocean 

8 BLACK TIGER 

US Gold 

9 INFESTATION 
Psygnogis 

10 GREG NORMAN'S 
ULTIMATE GOLF 
Grembin 

Courtesy of Micromania, 
France, 
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‘TOP TEN 


| 2 NE THEIR FINEST HOUR: THE 


| THERE’S no business like The 
Software Business. And right now 
there’s no-one more busy — the 
company’s planning no fewer than 
| nine releases in the coming 
| months. 


Month Ending June 1990 


1 NE MIDWINTER 
Rainbird 


BATTLE OF BRITAIN First up is Tarot. Claiming to reveal 

Lucasfilm/US Gold aspects of your personality you never even 

3 » F-29 RETALIATOR knew existed, it crosses Blackpool 

Ocean | Pleasure Beach with psychedelic 

4ANEIT | Philosophy to produce a uniquely surreal 

an ce aan ~eabdge “i game you ad is He 

| ine same as the previous one, with multiple 

5 NE LEISURE SUIT LARRY 3 levels, self-enlightenment and a anki 
Sierra/Activision score promised. 

| 6 » BUDOKAN | More conventionally, those busy 

Electronic Arts | Business boys have signed up The Whiz 

7 » 688 ATTACK SUB Kidz, a Belgian programming team whose 

Electronic Arts first game is Zirlax. Reputedly featuring 


“cunning” attack waves, a “cracking” 
sound-track, “hot” graphics and vast 


8 RE SHADOW OF THE BEAST 


_ Psygnosis | Numbers of alien scum, it's a horizontally 

| 9 NE PIRATES! scrolling four-level progressive shoot ‘em 
MicroProse up. Available soon on Amiga only for 
10 NE SHERMAN M4 Oat iad ‘ 

| Rainbow Arts also has a trio of teasers on the 


| Demonware label: Oops-Up! is a bizarre 
| blend of Asteroids and BreakOut which 
has you travelling the known galaxy in 
search of space ship components. Game 
elements include bouncing cubes, slime, 
bubbles, teddy bears, frogs, chaotic 
| platforms and 10 different weapons. 
Available soon on Amiga only for 24.95, 
with other versions to follow. 
Also Amiga-only for the same price is 
Final Countdown, starring a wayward 
| asteroid heading for earth and a beautiful 


Courtesy of Software Circus Ltd, The 
Plaza On Oxford Street, 120 Oxford 
ee LONDON W1N 9DP. Tel: (071) 436 





VAXINE (see Work In Progress in 
the previous issue) and Operation 


TOP TEN | Harrier (a WIP this month on page 
Germany 27) are just two of the games US 
AMIGA | Goldhas lined up forreleaseduring 
1 1T CAME FROM THE | the Summer. 

pencia The biggest batch comes from German 


software team Thalion — US Gold has just 
acquired British distribution rights for the 


2 RINGS OF MEDUSA 





3THE RUNNING MAN = S RAINBOW ISLANDS | company’striooffort hcoming games. This 
| Grandslam Peete: includes Atomix (a puzzle game which 
aay eine Infogrames involves assembly of chemical com- 
5 LORDS OF THE Ris- 3 'NDIANA JONES AND | ponents within a time limit — it plays a bit 
ING SUN THE LAST CRUSADE: | like Soko-Ban, but with fewer levels), 
| Cine fac sai HIG ADVEN- | Leavin’ Teramis (an overhead multi- 
| pa rg Te reali directionally-scrolling arcade adventure- 
Peet 6 FALCON cum-shoot ‘em up set on a Space ship), 
iniscam Spectrum HoloByte and Dragon Flight (an impressive- 
@ THE QUEL: Test 7TVSPORTS:BASKET- | looking FRPG with arcade undertones). 
| DRIVE t ao | Release dates are all reliant on whether 
| peel OF sopaN 8 BLOCK OUT | US Gold wants to produce 8-bit versions: if 
| Discovery California Dreams it does, the games will be out from 
10 SILKWORM 4 = 2: MEGAB- 
LA 
Virgin Games Works 
10 PIRATES! 
MicroProse 


Courtesy of Aktuelier Soft- | 
wore & Viceosplete Marit, 
Germany. 
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female commander (that's you). However, 
the asteroid is not all that it appears to be... 
and you have to wait until the end of July if 
you want to unravel the mystery. 

Finally, Chris (Grand Monster Slam) 
Hulsbeck has produced a music program- 
ming tool called TFMX. Available now for 
44,95, it boasts 256 samples and special 
effects (vibrato, portamento). A profes- 
sional version with MIDI compatibility and 
enhanced features is due in the Winter. 

In conjunction with thigh-slapping Ger- 
man programmers Kingsoft, TSB has 
released Turn-lIt, a Chinese strategy with 
over 50 levels. The aim is to turn over 
matching stones within a time limit — it's a 
kind of cross between the board games 
Shanghai and Brainstorm. It's available 
now for 19.95 on Amiga only, with a review 
due nextmonth. Other formats will followin 
due course. 

Meanwhile, the Teutonic team is also 
translating Chris Browne's Suncomicstrip 
Hagar The Horrible into an arcade 
adventure — due out in September, witha 
price to be announced. 

A couple of extra-time contributions 

from TSB are Blade Software's Lords Of 
Chaos (a fantasy strategy game similar to 
one of Blade's previous efforts, Laser 
Squad) and InnerPrise's The Plague (a 
shoot ‘em up set in a scientific breeding 
ground for genetically enhanced species). 
Lords Of Chaos is due in September for 
19.95(ST and Amiga) and24.95(PC). The 
Plague should be available now for the 
Amiga, with other formats following later in 
the year. 
Incidentally, an ST version of Inner- 
prise's excellent shoot ‘em up Battle 
Squadron (see Review in Issue 16) is 
currently in production for release in the 
Autumn. None of the gameplay should be 
lostin translation, which means it's likely to 
be every bit as playable. 





-|PLAY IT AGAIN, 


September onwards. If not, sooner. 

Gold Of The Aztecs, programmed by 
ex-Psygnosis coder Dave Lawson ol 
Kinetica, is an 80-screen multi-level 
puzzle game-cum-arcade adventure. Its 
hero is a character who looks like Indiana 
Jones but moves like Strider, with over 
1500 frames of animation ('). Due on the 
PC soon, it support most graphics modes 


and sound boards, and comes complete | 


with smart embossed gold-on-black 
packaging. 

Murder is US Gold's most enigmatic 
release, a joint project between program- 
mer Grant Harrison and graphic artist 
Jason Kingsley. The story goes that 
murders have been committed and 
depending upon your sleuth quotient, you 
have to solve them in a limited amount of 
time. Amongst the game's more unusual 
features are an entire filofax, newspapers, 
fingerprints and interrogation sequences 
— enough to keep even Agatha Christie 
happy. 

Kingsley's previous work has included 
Elektra’s Better Dead Than Alien, 
Grandslam’s The Hunt For Red October 
and ImageWorks' yet-to-be-released 
Blade Warrior. He's also pursued some 
pretty alternative employment in his time, 
including work on Ladybird books (one of 
which sold over 900,000 copies). Most 
recently he created the images for the 
video of the Adamski single Killer, using 
bespoke software written for him by his 
brother Chris on the Amiga and Atari ST. 


ELITE 


ALWAYS willing to please its 
public, Elite has announced the 
release of seven former full-price 
games on its 9.99 Encore label for 
Amiga and Atari ST. 

Out now are Bombjack (a reasonable 
conversion of the ageing coin-op), 
Thundercats (a horizontally-scrolling 
hack 'emupbased onthe popular cartoon) 
and Overlander (an OutRun variant 
available on ST only). However, the pick of 
the current crop is Buggy Boy, the 
top-notch conversion of the Tatsumi 
coin-op, and arguably Elite's best piece of 
work to date. 

Further releases include Wanderer 3D 
(a bizarre space romp due out on July 25), 
A Question Of Sport (based on the 
longest-running quiz game on TV and due 
in August) and Mike Read's Pop Quiz 
(almost identical to A Question Of Sport, 
but swapping Read for Coleman and outin 
September). The last two are also 
available for the PC. 





CHEAP: Mike Read's Pop Quiz. 
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Pa Ee OR EL Hack ‘n slay action. Grisly traps and it's Showtime! Face death in the Join the ultimate Sci-fi hero 
PTD Ge LL hideous monsters awail in the most dangerous game show of Tes Emer eh AL 
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Available on: Atari ST, 
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eet er eral ig (cassette, disk) Amstrad 
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Month Ending June 1990 (page 51) busy in its Liverpool offices this month? ESSENTUL 
According to Marc Dawson, the main attraction hasbeen SOFTWARE OF 
IBM PC. AND Millennium's Resolution 101 (It's nice and fast.) and ME LAST THREE 
mY | California Games on Atari's hand-held wonder, the MONTHS 

COMPATIBLES Lynx. But what's impressed them most this monthis Golf CAare se 

on Fujitsu's CD-based mega-machine, the FM Towns. MASTER 
1 « ULTIMA VI It's spot on, Marc claims. The team’s also been playing incentive 
Mindscape Kid Gloves (Quick bouncy fun.) and Hound Of Shadow. 
2 » FLIGHT SIMULATOR IV But hold on — didn't Eldritch write that? No — it was done HAMMERFIST 
Microsoft by another Eldritch. We couldn'tbelieve itwhenwe heard Activision 
nine i. treed HOUR: THE o that another developer called Eldritch had signed with INTERNATIONAL 

F BRIT Electronic Arts within a month of ourselves. Isn't life " | 

Lucasfilm/US Gold DOING THE spooky? JD TENNIS 


4 NE WOLFPACK 





MONSTER MASH 





ELDRITCH THE CAT 
SO WHAT'S been keeping the team behind Projectyle 


Palace Software 


Mirrorsoft/Novalogic 
ead ies A 
5 » CHESSMASTER 2100 WITH NO more ammunition than a ieee ee 
Mindscape handful of movies 20th Century ANTHEADS 
6 #» JACK NICKLAUS’ GOLF Fox has terrified in excess of 50 Cinemaware/ 
Accolade million people world-wide. Mirrorsoft 
7? RE F-19 STEALTH FIGHTER Alien and its sequel Aliens featured the 
MicroProse seemingly unstoppable exploits of an KLAX 
8 RE BRIDGE 2150 insectoid acid monster that reproduced by Domark 
Oxtord Softworks using human beings as hosts. Predator 
9 RE WESTERN EUROPE on the other hand pitted Arnold ‘ MIDWINTER 
! Schwarzenegger against a huge outer ® : MicroProse 
SCENERY DISK space killer — the kind of guy who likes to a | 
SubLogic turn his victims inside out and hang what's — PLAYER 
10 NE TOP TEN SOLID GOLD left on the trees to dry. He was so hard it A MARVEL-OUS STORY MANAGER 
Cosmi took a nuclear explosion to get rid of him, Anco 
a : A third Aliens extravaganza and a Tc Y | nic : 
Courtesy of Software Circus Ltd, The Plaza . ODAY a Marvel comic, tomorrow a movie and a 
On Oxford 120 Oxford Street, S°Ccond Predator chiller are in production computer game. The Edge is currently putting the RAILROAD 
LONDON WIN SDP. Tel: (071) 436 2811 at this very moment. And Activision ig © : A ; 
' planning to cash in on the action in a final brushstrokes to the beefy biceps of their TYCOON 
TOP TEN TOP TEN Slightly different way. Not content with version of The Punisher. MicroProse 
; using just one of the creatures to scare The story's loosely based on the adventure The Circle Of 
One Year Ago USA everyone {0 death, the company's Blood and features the scourge of the sewers himself. faa 


IBM PC AND IBM PC AND 
COMPATIBLES COMPATIBLE 


plumped on an even scarier compromise 
and combined the two. Its imminent 
creature feature goes by the sametitleasa 


encountering level upon level of vicious opponent and blowing 
the bad guys right out of town. 
Unlike the film of the same name, which was released last 


Electronic Zoo 





1 JETFIGHTER 1 SIMCITY recently released series of Dark Horse month and stars a motorbike-bound Dolph Lundgren clad in WARHEAD 
¥ Maxis Comics: Alien Vs Predator. Activision un-Punisher-like leathers, the game aims to be a little more Motion Picture 
PLE PACK es “eo OF claims it's far too early inthe day as yetto faithful to the comic original. Designed by Tim Langdell and House 
Sierra SSI give any firm details on release dates or Mack and programmed by Steve Cargill (Garfield and A 

3 TRACON SLEISURE SUITLARAY development. What it does promise Winter's Tail), first-person perspective death and destruction 

Wesson intemational iit though is that this special concoction for Punisher-style should be available for ST and Amiga, complete 

4 SA PHEED Sierra alien-lovers everywhere will be available with a PSS soundtrack. come July. Ifit does well, a PC version 

Sierra 4 WELLTRIS on Amiga, ST and PC ill eventually foll 

5 ROBOCOP Spectrum HoloByte nAmiga, will eventually follow. 

Ocean 5 WHERE IN TIME |S = 

6 FLIGHT SIMULATORS CARMEN SANDIEGO? 

6 : 


Broderburid 
FAG COMBAT PILOT Visionary Design Tach- 














Digital integration nology | 
Ehcione Ars Tae Sty BR ey 
Sina r poco Soars i tea to make your blood 
Sega Electronic Arts BAD BLOOD 

8 CRIME WAVE 


Access Sothaare 
10 TV SPOATS: FOOT- 
BALL 


Cinemaware 
Courtea) of Login Magarin, 
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WHAT THE STARS ARE PLAYING 
ROWAN SOFTWARE 


eli re Tay] 


MCN eur a) post-apocalyptic 


America 
BLOOD MONEY 


(Psygnosis) 


eet muses ira etary scrolling shoot 


‘em up 


BLOODWYCH 
(ImageWorks) 


(Infogrames) 


Dungeons and monsters abound in this 
ee meas se me meet tl) 


CAPTAIN BLOOD 









ACCORDING Creative's Nick Vincent, the Operation 
Harrier team (see page 27) is currently very impressed 
with the Amiga version of Rainbird'’s Midwinter — and 
quite rightly so, too. Even so, Ocean's Rainbow Islands 
is still going strong in the popularity stakes, with virtually 
the whole team still playing Graftgold's top-notch Taito 
eee] ae 


Innovative space-age arcade adventure with 
ML sleet Ta es dae 
rae [eon 


GRIMBLOOD 
(16 Blitz) 


Blood-curdling Gothic whodunnit from Mid- 
winter man Mike Singleton 





| BETWEEN programming (and playing) Flight Of The 
Intruder (page 59) and Falcon: The Mission Disks 
Volume 2 (page 48), the boys at Rowan have been 
having fun with that old favourite Silkworm, along with 
Rainbow Arts’ Rock'n'Roll and Empire's PipeMania. 
With so much on the team's plate there's not been alot of 
time for anything else, It's tough at the top. 
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TRADE ENQUIRIES WELCOME 


Send cheques to: Dept ONE 

Memory Expansion Systems Ltd. 
Britannia Buildings, 46 Fenwick Street, 
Liverpool L2 7NB | 
(051) 236 0480 (051) 236 0480 « 24 Hour Sales 


PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE (051) 227 2482 + 24 Hour Fax 











DOMARK’ 


WITH the conversions of Atar! 
Games’ Klax and Escape From The 
Planet Of The Robot Monsters out = 
and about at last, Domark's now 
concentrating on three different 
licensed wares. 
First out is the Heroes compilation, 
comprising Barbarian 2, Star Wars, | 
Licence To Kill and Running Man — it's _ 
“due for a Summer release on all three 
formats, at prices to be announced. 

Not content with converting current 
Bond licences, Domark has dug into the 
archives to unearth The Spy Who Loved 
Me. Like the company’s last Bond outing, 
Licence To Kill, it features a series of 
action sequences based on scenes from 
the film. The price is 19.99 (ST and Amiga) 
and 24.99 (PC), with a release date set for 
September. 

Ade Rotberg at The Kremlin (Domark’s 
development team) is currently undertak- 
ing the task of converting the AtariGames’ 
incredible $.T.U.N Runner to the PC, ST 
and Amiga (STUN stands for Sprite Tunnel 
Underground Network by the way). The 
arcade game boasts an array of impres- 
sive statistics, including over 256 ‘colours 
on screen — a feat which will only be 
matched by the VGA PC version. Atari ST 
and Amiga versions will have to make do 
with 16 colours. The Kremlin is confident 
that a lot of the original's speed (between 
fourand 10 frames asecond dependingon 
the objects used) will be maintained. Atari 
Games supplied the team with the tunnels 
and traffic data, so the gameplay should be 
identical in essence. Using the same 3D 
engine as Hard Drivin’, the order of the day 
will still be hurtling down 3D tunnels. That's 
not to say though, that no compromises 
are being made: there are less points on 
the objects and the Amiga's sampled 
sounds couldn't be fitted into the ST. 


S TRIPL 





A HOST of new PC product and 
some long-awaited ST and Amiga 
conversions are due from Mind- 
scape during the Summer and 
Autumn, 





MINDSCAPE GOES CRUISING 





THE GAME that got more people 
thinking than Rubik's Cubeisback. 
Alexey Pazhitnov, creator of the 
phenomenal dexterity game Tetris, has 
now come up with a sequel in the form of 
Welltris — so called because the action 
takes place in a large well. The basic 
theme is pretty much the same as in Tetris 
— fit the oddly-shaped blocks together to 
create lines — but now there's a twist... 
A playing area comprising an eight-by- 
eight grid means you can now create lines 
in more than one dimension, which 
provides an extra strategic boost. Info- 
grames is the lucky firm to have snapped 
up Welltris, and has set a provisional 
release date of sometime this summer. 





The action kicks off with the release of 
Origin's Bad Blood, a “revolutionary” 
role-playing game set in the future after a 
mutant uprising. Designed by Chris 
Roberts (author of Times Of Lore), ithasa 
novel graphic twist — the entire game is 
viewed through the screen of a wrecked 
on top of a radioactive junk pile! 
Unfortunately Bad Blood is only available 
for the PC at present — but at least ST and 
Amiga owners can get their hands on the 
16-bit versions of the motorcycle race 
game Harley Davidson: The Road To 
Sturgess and the long-awaited conver- 
sions of the surgical simulator Life & 
Death (see Review in Issue Twelve). 

The sequel to the award-winning 
strategy game Balance Of Power is also 
released on the PC in July. Entitled Global 
Dilemma, it's been designed and prog- 
rammed by the original's author Chris 
Crawford. And once again the player has a 
God-like amount of power at his or her 
fingertips. 

In August the Surrey-based firm 
releases what has to be its biggest movie 
licence to date. Based on the world's most 
prestigious stock-car racing event, the 
Daytona 500, Days Of Thunder stars Tom 
Cruise as racing driver Cole Trickle. The 
game is currently being put together by 
Creative Materials (ST and Amiga) and 
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SUBS, GUNS. 
BALLS AND 
PIRATES 


DIVERSITY seems to be the name 
of MicroProse’s game at the 
moment, as its quartet of coming 
attractions for the next few months 
couldn't be more different if they 
tried. 


The Tetbury team has just unleashed the 
Amiga version of Pirates!, even though 
the ST version has been around for over a 
year and the PC version for almost two. If 
you hadn't already quessed, Pirates! is a 
swashbuckling simulation set on the high 
.$@as for armchair seafarers. A time when 
men were men — and so were the women. 
Eye patches and wooden legs are not 
| included in the price of 24.99. 

The long-awaited sequel to the award- 
winning Universal Military Simulator 
| should be published on the Rainbird label 
within the next couple of weeks on ST. 
| Amiga and PC. Programmed by Ezra 
Sidran of the US company Intergalactic 
Development and titled UMS II (surprise 
surprise) it's a massively enhanced 
version of the original. Forexample, where 
in UMS you could fight single battles over 
15,000 acres, UMS II allows you to fight 
whole campaigns over territories as large 
as 200,000 square miles, with the ability to 
Zoom in to small details and out to whole 
armies. 

Finally, there's Fireball, a future sport 
with an unusual viewpoint: a scrolling 
forced-perspective 3D environment. It 
features teams of robots battling for victory 
and promises violence, speed and plenty 
of fancy ball-work. Currently under 
development on the ST, its release date is 
set for August. 























Early daze: 5.7.U.N. Runner. 








































Argonaut (PC — which should appear 
first). Not surprisingly it's more than just a 
little bit driving orientated, promising 
viewpoints from the same camera angles 
used in the film. 

In & More original driving vein, October 
sees the release of Skid Marks, a surreal 
3D racer in the Hard Drivin’ mould. Details 
of the ST and Amiga conversions have yet 
to be announced. 

On the sporting front, there's a boxing 
simulation with the working title of 4D 
Boxing. Three of the D's come from the 
novel visual approach, with polygons used 
to give the combatants a more realistic 
feel. As for the fourth D... no doubt all will 
become clear when the game's released 
on the PC in October. 











“BUILD me a car and I'll win you 
Daytona.” Tom Cruise in Days Of Thunder. 


BOXING clever in 3D. 
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YOU ONLY DIE TWICE 


ACTIVISION’S latest film licence 
fishing trip has netted the rights to 
produce computer interpretations 
of the forthcoming potential block- 
buster Die Hard 2. 


Like its predecessor, the film features a 
band of terrorists holding Bruce Willis’ 
chums hostage — only this time the action 
takes place at Washington's Dulles 
Airport. 

Officer John McClane (Willis) is waiting 
at the airport for his wife to land, when 
along comes a swarm of moustache- 
twiddling Latin American terrorists to spoil 
the homecoming. The set of Die Hard 2 is 
remarkable in itself, and might help to 
explain why the movie went way over 
budget — it features a model airport with a 
hundred miniature aeroplanes, a 360 
degree city horizon and an artificial 
snowstorm, 


so it won't appear until the end of this year 
at the earliest. It's not even clear whether 
the 3D perspective used in the PC version 
of Die Hard will be carried over to the 
sequel — more news as and when. 












Work on the game has yet to begin, and | 
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LABOUR 
OF LOVE 


THE LATEST 
news from 
Millennium is 
the imminent 
appearance of 
Yolanda. 
Based around the 
12 labours of Her- 
cules, it's a fast- 
paced platform 
game which first 
appeared on 86-bit 
half a decade ago 
(under the name 
Hercules from 
Interdisc), and later 
resurfaced as a 
budget release. 
Programmed by 


veteran coder 
Steve Bak, 
Yolanda features 


over 50 randomly- 
selected levels and 
a three-level 
trainer — if it's 
anything like the 
B-bit versions it 
should prove frust- 
ratingly addictive. 
The asking price is 
19.99 on ST and 
Amiga. 
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THE ADDRESS 
given for CDS on 
page 106 of the 
issue 
EIT ed a yee 
rect. Anyone intent 
oh getting hold of 
TET ES een mi 
Football 
sense of course) 
should contact: 
CDOS Software 
Limited, Nimrod 
ST 
Road, Doncaster, 


south Yorkshire 
el Peck te 
321134. Apologies 
| to all concerned. 
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NO-ONE could accuse Mirrorsoft 
of hanging about: it’s just signed 
up the licence to convert back 
To The Future: Part Ill before it's 
even finished its adaptation of Back 
To The Future: Part II! 

The release of the third game in the trilogy 
IS due around the end of the year, at the 
same time as the video. It features Marty 
McFly venturing back in history once more, 
this time to the Wild West (1885 to be 
precise) to save Doc Emmett Browne from 
the evil Buford Tannen (town villain and 
great-grandaddy of Biff). Nothing has 
been finalised on the gameplay front, but 
it's expected to be a multi-level arcade 
adventure based on the film's action 
sequences. The conversion spade-work 
will be performed by Probe on all three 





| formats and you can expect to pay 24.99 


apiece for them. 

Even more up-to-date is Mirrorsoft's 
acquisition of the licence to the movie 
Predator 2. Details regarding the film are 
scarce (apart from the fact that it does 
feature the reappearance of the Blood- 
thirsty alien hunter, this time in a city 
environment, but it doesn't star Arnie 
Schwarzenegger — Danny Glover plays 
the hero's role in the sequel). Understan- 
dably there's even less known about the 
game. What is known is the release date: 
sometime around Christmas. 


AFTER a two-year wait, AMOS, the 
game creator for the Amiga, is 
finally here. 

Mandarin's justification for the gap 
between this and the ST version (STOS) is 
AMOS’ enhanced capabilities: "STOS is 
good but AMOS is 10 times better,” it 
claims. 

Written by legendary French program- 
mer Jawx (of Chickin' Chase and Raging 
Beast fame), it's a development tool with 
more than 500 different commands, 
allowing users to create arcade and 
adventure games, demos and educational 
programs — it even stretches to graphical 
databases and video titles. Hardware and 
software sprites canbe rapidly defined and 
animated, and up to eight screens can be 
displayed at once, each with its own colour 
palette and resolution there's even 
multi-level parallax scrolling. 

Included in the packageis a sprite editor, 
two arcade games, a graphic adventure, 
and an educational game to get you 
started. It's available now for a penny short 
of 50. 
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10:00 Get up. Stretch. Do octal-decimal conversion exercises in my 
head (good exercise!) while in toilet. 


10:10 Sex with West Wing Chambermaid (Dolly the Teasemaid). 


10:12 Code 3D demo | had idea for in dream last night on 
Archimedes in ARM code. 


10:13 Go down for breakfast. Opt for dining hall Number Five. 
Kitchen Staff cheer (as usual). 


10:35 Interview with Austrian computer trade magazine. 
10:50 Go punting on the Isis. 


14:35 Late lunch in the Oasis with my Accountants. Staff push three 
tables together to accommodate. They advise me to form another 
two off-shore companies. Take American citizenship. 


18:45 Wander back to mansion. Personal Secretary has message 
from Bank Manager. He wants to name new wing of branch after 
me — ‘Baboon Wing’. Write a short Al program to decide whether or 
not to accept. Program says no — will give too much hassle from 
local Journalists. Tell Secretary. 


15:48 Bank Manager tells Secretary he will increase interest rate on 
deposit account to 30 per cent if | accept naming. Phone Agent, She 
phones Bank Manager and negotiates 40 per cent. She really is 
very good, you know, 


15:55 Interview with Italian style magazine. | am in running for ‘Style 
Dude "89" award. Apologise — there's no shelf-space lett for any 
more awards. Consider buying larger mansion 


16:20 Take Liberian citizenship and marry Chambermaid (for tax 
reasons). 


16:35 Quickie divorce (grounds of non-consummiation). 


16:45 Go walking in grounds — nice day so | decide to walk all the 
Way round perimeter. 


20:20 Give up halfway round. Use mobile phone to call out private 
helicopter, 


20:35 Bathe in asses’ milk — you just can't get decent asses’ milk 
these days. Consider investing in asses’ milk futures. 


21.00 Dinner with Clive and some Old Friends. | arrive at dining hall 
Number Two in a C5. Everyone pisses themselves laughing (except 
Clive, who doesn't see the joke). Poor old Clive. He tells everyone 
about his new solar-powered auto-gyro. Top secret! Also his new Al 
computer that predicts the future in real-time! Everyone laughs. 
Good old Clive. Where would we be without him? 


22.20 Cottee in the South Wing. Clive apologises — he must leave. 
He has idea for a new kind of electric car — this time it has only two 
wheels... but ane of them is very wide. We all piss ourselves 
laughing (again). Never a dull moment, eh? 


22.45 Decide to program, but can't think what music to listen to. 
Write @ program on Archimedes to decide tor me. 


22.47 Program can't decide either. Recode on Cray-¥MP in 
hasement. 


22.50 Cray can't decide either, Decide not to play any music. 

22.51 Start coding. I've been writing my next 3D game for five years 
now. So far I've produced about 239 Meg of coda in demos... but 
without one good idea. I'm sure one'll come soon, Decide to refine 
polygon drawing routine instead. It's now 75K long, but there's room 
for some improvement, | think.. 


2.25 Routine fully optimised! It now is 198K long... but goas five per 
cent quicker than before! A successful day's work! 


2.27 Sex with East Wing Chambermaid 


2.29 Blissful sleep (as usual), Another good day! 
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Deep in the land of the frankfurter, 
Pogo is making a comeback. Kati 
Hamza smokes him out. 


GREEN bug-eyed, 
big-mouthed and 
eminently lovable: 
our hero Pogo. The 
identity of the evil 
uncle, meanwhile, 
remains amystery 
the scenario has yet 
to be invented. 








“The ST and 
Amiga 
conversions 
of Nebulus 
left 
something to 
be desired. 
John Phillips 
had some 
brilliant 
ideas which 
he translated 
really well 
on to the 64 
and the 
Spectrum, 
but 
technically 
the ST and 
Amiga 
versions 
didn't really 
exploit the 
potential of 
16-bit to the 
full.” 


Nebulus 2? 
Programmer 


Florian Saver 


THE STORY of Nebulus 2 is a tale of two 
cities. It starts in Abingdon back in 1987. 
That's when Nebulus The Original, 
designed and programmed by the multi- 
talented John Phillips, began its life as an 
8-bit game. The adventures of the lovable 
Pogo, as he leapt and shuffled his way 
along the perilous ledges, stairways and 





platforms of 16 different revolving towers, 
were devious, incredibly playable and got 
rave reviews. A year or so later Mr Phillips 
converted them to 16-bit and again 
received almost universal acclaim. 

Time passed. Then one spring day in 
1989, in Hildesheim, just south of the North 
German city of Hanover, Tobias Prinz, 
Florian Sauer and Felix Schmidt decided 
to program an Amiga demo and sendittoa 
software house. They got together with 
two other friends, called themselves 
Infernal Bytes, opted for a 16-bit conver- 
sion of Paradroid and sent the specifica- 
tion to Hewson, Paradroid was already for 
conversion by its author Andrew Bray- 
brook but Hewson was so impressed with 
what the young German contingent could 
do that it offered them Nebulus 2 instead. 

The Infernal Bytes crew had just one 
proviso: their homework had to come first. 
All three members of the team currently 
working on the project are heavily 
preoccupied with their Abitur the 
German equivalent of ‘A’ levels. Andthat's 
one reason why Nebulus 2, something that 
they just about manage to squeeze into 
their spare time, has been more than a 
year in development and probably won't 
be finished until October. 

In essence, the sequel is more of the 
same. Pogo’s still the star and for reasons 
as yet undisclosed, he's been entrusted 
with the task of demolishing a further 20 
towers. Sixteen are orthodox vertical 
constructions, complete with elevators, 
platiorms and a selection of virulent aliens: 
the other four are towers laid on thair side. 
Instead of working your way up, you work 
your way along. 

Florian, the programming brain behind 
the Infernal Bytes, was able to draw on 
John Phillips’ original source code and 
reckons he’s managed to improve on it. 
“Personally, | think the ST and Amiga 
conversions of Nebulus left something to 
be desired. John Phillips had some brilliant 
ideas which he translated really well on to 
the 64 and the Spectrum, but technically 
the ST and Amiga versions didn't really 
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COLOUR-coded 
tiles are one feature 
that Nebulus didn't 
have. In Nebulus 2 
exactly where you 
stand when you per- 
form a particular 
action is vital. 
Unless you stand on 
the right kind of 
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THE CONCEPT of horizontal towers was the brainwave of Paul, the 
game's Project Manager at Hewson. Thisisn't the final design — the 
finished towers should stand further out of the water to emphasise 
the 3D. At the moment playability also needs a lot of tweaking. 
Originally, horizontal levels were more difficult and took longer to 
complete than vertical ones — a feature Florian was keen on but 
about which nobody else agreed. In the end democracy prevailed. In 
the interests of playability all four horizontal towers are currently 
being shortened. 


ONE OF Infernal's 
original additions is 
a series of bonus 
collectables. Pogo 
can only reach the 
top of certain 
towers if he's in 
possession of a 
grappling hook ora 
pairof suction boots 
— essential equip- 
ment for negotiating 
floors which col- 
lapse into slides. 
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THE ORIGINAL inter-tower submarine 
journey has been joined by two extra 
sub-games: one on land and this one in the 
sky. Pogo’s natty flying machine is equipped 
with a sharp spike. Stab the birds to get a 
bonus clock for extra time... then spike the 
balloons to keep it. 


Prinz. 








exploit the potential of 16—bit to the full.” 

Working exclusively on the Amiga has 
given Florian the chance to produce a 
faster, slicker game. The graphics are 
more polished and feature a wealth of 
detail — including eight different layers of 
super-smooth parallax scrolling. How all 
that's going to translate on to the ST is 
someone else's problem — Thalion 
Software's to be exact. In their own 
particular corner of Germany, the prog- 
rammers of the puzzler Atomix and the 
beat ‘em up Chambers Of Shaolin. are 
beavering away on an early ST version. 
“Thalion is capable of doing all sorts of 
weird and wonderful things with an ST — 
stuff that!'m sure! could cope withif | had to 
but don't have the experience to do really 
well.” 

The parallax may look impressive but it 
hasn't been the toughest programming job 
sO far — Florian reckons that was the 
playability. What might strike you as just 
right with six months of almost solid 
practice under your belt can prove all too 
difficult for someone fresh to the game. In 
Nebulus’ case problems of difficulty are 
usually resolved by talking to Hewson. 
Florian is philosophical: “lf | like 
something, 10 to one, the rest of the world 
doesn't think it’s quite right or finds it too 
difficult. | just go back and sort it out.” 

Another major operation has been 
perfecting the tower's 3D shape. “To getit 
right you have to start drawing at the back 
of the tower and work your way forward. 
Getting all the bricks to fit exactly in line so 
that the perspective was correct was 
definitely one of the most time consuming 
aspects.” That aside, Florian claims that 
the rest of the project has mostly been a 
question of plain hard graft. “It's a matter of 
motivation. We're pretty lazy so we just 
have to keep pushing ourselves.” 

The game's design hasn'tbeen finished 
yet but so far it's definitely been a 
communal effort. Florian and Tobias 
practice their own particular brand of 
brain-storming. “We sit down or got into 
town or take a walk in the woods and just 
talk to each other about whatever comes 
into our head. We discuss everything — 
good ideas, bad ideas — and then we just 
think about them. Atthat stage whether it's 
possible technically or not isn't important 
— the vital factor is playability. It's only 
when we've decided exactly what we want 
that we sit down and worry about the 
hardware aspect: how many sprites we 
can put on screen, where to stick the 
playfield, that sort of thing.” 

As for what Infernal Bytes is going to be 
doing in the future, Florian isn't really 
prepared to think that far ahead. His dream 
IS to get together with Tobias and put 
together a near-finished product without 
having to stick to deadlines or anyone 
else's specifications. Exactly what this 
would be is 
something he's not 
absolutely sure 
about but he's con- 
vinced it should be 
“something revolu- 
tionary”. 
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AS RESTRICTOR is Arc's first original 
project, only programmer Richard Under- 
hill and artist Paul Walker are working onit. 
Surprisingly, and in complete contrast to 
being given a detailed brief for conversion, 
the boys are making it up as they go along. 
Only when the Amiga version is complete 
will the others follow. 

* “It started with me and Rich," Paul 
reveals. “Rich always comes up with 
demos of new techniques and says: ‘Hey 
what do you think of this?’ And then | put 
some graphics in, and that’s the start. We 
did something ages ago, just a little thing 
on the side, which never got further. It iusi 
so happens this one has expanded out and 
become a full project. So this is only the 
second try.” 

Hestrictor's a race against time. The 
player drives through alien landscapes in 
first a car, and then a compact aircraft, 
towards a planet at the centre of each solar 
system-cum-level. At the centre of each 
level is a reactor to destroy or Boss to 
defeat, and in this way save the universe. 

The look and feel of the game is best 
described as a cross between OutRun, 
R-Type, Galaxy Force and Afterburner 
all rolled into one. Work began in April, but 
already the graphics and game ideas are 
coming together at an alarming rate. 

Has it been a liberating experience 
having so much freedom with a project? “I 
don'treally want to do arcade conversions 
any more,” says Richard. “It's too difficult. 
With this if | can'tdo something one way I'll 
change it for something just as good, 
whereas in aconversionit'sinthegameso 
that's it. With Crack Down we got 
criticised for having small windows and a 
big window over the top. Itcould have been 
done better, but the arcade machine does 
it that way! There's nothing you can do 
about it." 

Despite loose deadlines to allow the 
team to get the game absolutely right, 
Restrictor should be previewed at the 
European Computer Entertainment Show 
in September. 





A SAMPLE page from one of Paul Walker's 
bulging notebooks, showing some ideas for 
obstacles and scenery which may or may not 
end up in the game. Bones will feature quite 
heavily in the finished design, as these fine 
anatomical specimens show. 
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Arc,Dévelopments has turned its hand 
to” an original venture. Phil South 


reports. . 





END-OF-LEVEL Bosses change with each 
solar system, and exactly how you deal with 
them is as yet undecided. But Paul's sure of 
one thing: “We want different guardians for 
each solar system. The amount of solar 
systems and different graphics we have in 
the game depends on how much time we 
have.” 





THE PLAYER'S vehicles were all ray traced at 
first — to ensure that they looked right from 
all directions. Although the car pictured here 
only has a turning sequence, Paul is working 
on views from above and below for jumping 
and dropping into ditches. 





RESTRICTOR in all its original glory — this is 
from where the idea emerged. The road 
scrolls smoothly up and down, flipping the 
car up in the air. The winged skulls down the 
side of the road provide the Speed Cues. all of 
them scaled from the same drawing. 





rr 
THE AIRCRAFT speeds down the road 
through a marshland planet. 
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ROAD BETWEEN THE LINES 
With Restrictor, Richard has created an 
effective road movement which speeds 
ahead of previous games. “Most driving 
games have that familiar red and white 
chequerboard, but | didn't want that,” he 
explains. The secret seems to be in the 
real-time object scaling. Paul only has to 
draw each object once and Richard can 
instantly whip it up into 32 different sizes. 
“That came from another thing | was 
messing around with after that shoot 'em 
up we were doing. | came up with this 
algorithm on the 64, allowing 256 scaling 
levels if you want them. I've expanded that 
on the Amiga. It runs in the background, 
when it's got time. As long as | make sure 
it's created those object by the time it 
needs them, it runs fine.” It's fast, too. 
“Having a flexible scaling routine means 
you can have more graphics in the game. 
And having alot of objects means you have 
alotof ‘Speed Cues’, togive anideaofhow 
fast you're going.” 





THE REASON for the two modes of transport 
is simple: the plane is best for terrains which 
are inaccessible to the car, whereas the caris 
perhaps able to sneak under the alien radar. 
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THE INTRODUCTORY sequence shows a 
Space station in orbit around a planet. A 
dropship zooms out of the station and rightat 
the screen to herald the start of the game. 
From here follow a mission briefing and 
hyperspace and touchdown sequences. 


A GRAPHIC ACCOUNT 
“I'm trying to get across a more moody 
time of game,” Paul reveals. “Most of the 
graphics are different from normal driving 
games. There's no pictures of Marilyn 
Monroe or toucans. There's skeletons 
impaled on sticks, skulls with wings..." And 
there are other differences, as Richard 
Underhill is keen to point out: “We looked 
at all the driving games on the Amiga and, 
with the exception of Stunt Car Racer and 
Super Hang-On, they're too slow. We're 
trying to make good all the old Sega 
conversions, like OutRun and Galaxy 
Force. They're alright, but the Amiga isn't 
being used as it could or should be.” 
Arc’s going to great lengths to do things 
properly. Paul's using a CAD package on 
the Amiga called Sculpt 3D, “| sat down 
and spent three hours or so creating the 
car or plane in 3D, Now all | do is look at it 
from different viewpoints, work out a nice 
distance and render it. For the loading 
screen, | turned the car round, set full 
‘Photo’ mode and rendered it again.” The 
32 different directions help generate a 
feeling of solidity as the car jumps over hills 
and dips into troughs. This technique will 
be utilised in the future. 
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AS YOU drive or fly towards the centre planet 
of the system, the image of the big planet 
gets bigger on the horizon. On every fourth 
planet you fly down through a tunnel to its 
core, with a 3D nuclear reactor at the end of it. 
Another idea we're thinking of is you get to 
the end and screech to a halt. You go downa 
lift and down into the planet, then you have to 
shoot the hell out of this guardian. 


SOUNDING OFF 

Music is a different problem, although on 
the Amiga all the tunes — produced on 
popular tune toy Soundtracker — are 
ready already! Former in-house musician 
Chris Guard was given the ‘mood’ and he 
came up with the music — “Just like that,” 
adds Paul. “He'd come in in the morning, 
sit down, put the headphones on, and at 
the end of the day he'd have a couple of 
tunes.” 

In a month Chris produced about 47 
tunes, of which seven will find their way into 
the finished game. All have to be limited in 
size to fit into the 64K buffer Richard has 
set aside for music. 


SO WHAT'S NEXT? 

Arc’s next project is already underway, 
with Richard working on new routines at 
home in his spare time. “Our next game is 
going to be totally different. A 3D arcade 
adventure, scrolling in every direction in 
real time, with lots of shooting and spell 
casting. It's anotherthing | wanttodoasit's 
never been done properly.” Expect that 
one next year. And further into the future? 
“Ideally I'd like to write Restrictor for the 
Atari Lynx,” he beams. Any takers? 
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Thanks to 
this new 
system, 
we're able 
to generate 
waterfalls, 
cliffs, 
valleys, 
mountains, 
proper 
towns, road 
networks, 
forests ... 
It's a real 
world!" 





T THIS early stage in the g 





WITH the real world theme, a lot depends on 
elements that are simply beyond your control 
~ like the weather. Seasons change — it 


| rains, it snows, and this has. adirect effecton 


your performance. When snow covers the 
ground, farming becomes more difficult and 
less food is produced. To counter this, it 
might be worth investing in a few fishing 
villages early on, as fishing continues right 
through the year, regardless of the weather. 


BULLFROG'S Populous is, without 
doubt, one of the most successful games 
ever. Ithas over 300,000 sales to its credit 
and more awards from the software 
industry (nine at the last count) thanalmost 
any other game, And now, nearly 18 
months since its release, it's abouttogeta 
new lease of life in Japan with conversions 
to the Sega MegaDrive and Fujitsu FM 
Towns. 

First mentioned in Issue Seven, and 
revealed in more detail in Issue Twelve, 
Powermonger is the latest from the 
Programmers Of The Year. In the nine 
months since that piece, the game's close 
to completion in the hands of Bullfrog's 
main man and co-designer of Populous, 
Peter Molyneux, who takes up the story... 

“What we wanted to do after Populous 
is... well, we knew that we could get more — 
and better — games out of this sort of world 
view idea that we had developed. That's 
not to say that we wanted todo a Populous 
rip-off, but we wanted to have another 
game where you view the world by looking 
down on it, as we feel that format still has 
plenty of potential. But the problem withthe 
Populous view, and indeed the way in 
which Populous is written as a whole, is 
that it's very restricted in terms of its 
mechanics — it’s only made of blocks after 
all, sO you can’t produce any very varied 
shapes.” 

The team set about looking at more 
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ame, no Captains have been recruited — 
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that’s why the only face in the ‘hall of mirrors’ behind the landscape 
is your own. As captains are recruited, their ugly mugs are placed in 
the mirrors in order of rank from left to right. It's worth noting that 
e®ach captain has a different personality, ranging from placid to 


downright psychotic. 


This emotional makeup is important, as it 


determines how a captain interprets your orders to him — andifheis 
not happy in his work, there's a chance that he may defect to 
another tribe. 
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flexible ways of producing and presenting 
a landscape, and the idea of a vector- 
driven approach was soon hit upon — 
partly because ST programmer Glenn 
Corpes had been playing around with 
them for a while anyway. “The graphics 
system that we have developed for 
Powermonger is basically a mixture of 
vectors and bitmaps (sprites). If you want 
the full term it would be light-source- 
shaded filled vector polygons — it's not a 
million miles away from the graphics 
system used in Midwinter,” Molyneux 
reveals. “What we've come up with is a 
trade-off. In Populous the graphics are 
very quick to generate, but the view is 
limited. In Powermonger, you have the 
opposite. Because polygons are used you 
have more freedom, but for the same 
reason it takes longer for the computer to 
draw therm." 

One major plus of polygons is that the 
landscapes are calculated rather than 
‘drawn’, and so alot of memory is saved. In 
Powermonger's case at least, this is 
essential — over 50% of the memory is 
taken up by game logic alone. 

“I'm really pleased to see games 
coming out now, like Midwinter and 3D 
Tennis, that use vectors for something 
other than flying a plane. We've tried to put 
them to anew use as well — vectors are so 
flexible, and you can get an incredible 
amount of detail out of them. In Populous 
we had hills, houses and rivers. Thanks to 
this new system, we're able to generate 
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waterfalls, cliffs, valleys, mountains, pro- 
per towns, road networks, forests... It's a 
real world!" 

Despite Populous overtones, Power- 
monger is really the first game of its type. If 
you had to pigeonhole it, you could call ita 
Strategy-cum-wargame -— although 
Molyneux isn't too happy about that: 
“When-you try to pigeonhole something 
like Populous or Powermonger and say 
‘wargame’, everybody immediately 
assumes it's all about moving tanks 
around, making one choice every game 
hour and pressing hundreds of keys, which 
is precisely the sort of game we didn't 
want. Yes, we wanted a game with 
strategy in it, but also a game that you 
didn't have to work it all out on paper first 
and so on. Powermonger is strategy- 
orientated, butitis NOT a wargame — it'sa 
simulation of a kingdom." 

Which brings us onto the game itself. 
The original specification hasn't changed 
a great deal durino the 18 month 
development period. Obviously new 
features and gameplay elements have 
been added along the way, but the gist.is 
much the same. 

The player is cast as a renegade 
adventurer — a person who for whatever 
reason has been cast out from his own 
country and sent packing in a boat with a 
band of 20 followers. The game starts 
when you and your men land on the coast 
of a new, undiscovered world, and you 
decide tosetuphome there — with yourself 
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WHEN your armies 
are on the march 
(above) or preparing 
for battle (below), 
they are ranked in 
file as a proper gar- 
rison should be — a 
feature that can be 
exploited to gain the 
upper hand in batt- 
les. Sticklers for 
realism should have 
a field say here as 
many of the forma- 
tions have been 
copied directly from 
those throughout 
military history! 
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pt to boot. 


THE LEVEL of detail 
aside, the greatest 
boon when it comes 
to using vector 
graphics is their 
flexibility. The land- 
scape in Populous 
was completely 
sprite-based, rest- 
ricting it to just the 
one view. With 
Powermonger, due 
to the wonder of 
mathematics, the 
whole landscape 
can be tilted, 
rotated, expanded 
and shrunk, allow- 
ing any part to be 
seen from any angle 
and at any distance. 
And considering 
that alandscape can 
be builtfrom uptoan 
incredible 2096 
polygons with a 
possible 100 sprites 
on screen, it moves 
at a remarkable 
pace. 






to play 


as ultimate ruler. Unfortunately the natives 
of this world aren't too sure about the idea 
of a new pecking order, and to make them 
come round tothe idea, youmay have to be 
— well, firm-handed to say the least. 
Something that can't be stressed too 
much here is the concept of the real world. 
The team strongly believes that the more 
realistic the game environment, the more 
involved you become with it and subse- 
quently the more fun you have. For this 
reason Bullfrog has gone to great pains to 
make everything in Powermonger as 
realistic as possible by creating worlds 
with areal social and economic infrastruc- 
ture - right down to the people 
themselves. “Every inhabitant of every 
world in Powermonger has a name, a 
home and ajob todo," Molyneux explains. 
“In Populous you just had people and that 
was that, but here there are farmers, 
fishermen, shepherds, merchants, cattle 
ranchers, thieves and so on, and this 
creates a ‘real’ society. The most 
important aspect is food — all the towns 
and villages produce it in one way or form, 
and this depends partly on where that 
village is based. A coastal town, for 
example, will have lots of fishing activity, 
while a village where there's lots of flatland 
would be a farm and hilly land would be a 
good place for a shepherd and so on.” 
This is, more or less, where you come in. 
Your empire is expanded by conquering 
villages, and this in turn is achieved by 
beating in battle the occupants of that 
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YOUR MEN don’t just stand around waiting for an order — they ma 


Here, for example, after a pretty hefty battle, your men have set up camp, and it won't be long 
before the marshmallow toasting fork comes out. 





village. The village and the remaining 
population are then yours to command — 
they can go on producing food, or you can 
press-gang people into your army and so 
on. 

But for every action there's a reaction. 
“Your villagers and your armies must have 
enough to eat, and if they don't they die 
out,” Molyneux reveals. “Now if, for 
example, you press-gang hundreds of 
farmers into your army for a large attack, 
their villages are going to stop producing 
food and when you run out they'll be no 
more to replace it.” Obviously there's a 
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PERSUADE a village to perform more useful 
tasks than simply farming or attacking other 
villages by simply getting your Captain to 
make them invent something. These people 
aren't as stupid as they look, and it's a good 
bet that, given enough time, they can come 
up with something very handy. Once again, 
the surrounding terrain determines the 
outcome. A village can come up with 
anything from a mace to a plough 
depending also on the level of the Captain's 
aggression. 
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THE FIVE Captains 
at the top of the 
screen willappear in 
the finished game. 
Below them stand 
the rather weedier- 
looking ones who 
were scrapped to 
make room. Note 
the changing exp- 
ressions, which will 
help determine how 
that Captain is cur- 
rently faring. 


need for a careful balance if you are to 
expand your empire and stay alive at the 
same time — but that’s not even half the 
story. 

There's more than one megalomaniac 
on this werld. Powermonger is a multi- 
player game that will eventually supportup 
to four human players via a serial link (but 
not six as originally reported) and possibly 
even more computer-controlled 
opponents. Each powermonger is just like 
you — out to get everyone else and claim 
as much property as possible — and herein 
lias a whole world of strategy and 
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EMEMBER the disorganised brawis that 
took place in Populous? Here, combat is 
organised with military precision, thanks to 
the Captains. Like the old Norman and 
Roundhead battles, the opposing forces get 
in file and face off before brutally murdering 
each other. While many factors influence the 
outcome of a scrap, the most important is 
perhaps the size of your army. Fortunately, 
reinforcements are at hand if a pasting 
looms. 


ke themselves comfortable. 


WHAT'S INA 
NAME? 


Powermonger was, 
from the very 
beginning, called 
Warmonger (that 
was Project W in 
the Work In 
Progress in Issue 
Twelve). And 
indeed, up until 
quite recently, 
that’s was the 
name intended for 
the packaging. 
Problems, 

. however, arose 
when Electronic 
Arts decided that 
the name 
Warmonger would 
not sell too well in 
Germany (due to 
certain events 
some 50 years 
ago), and that the 
title could also be 
misconstrued in 
the USA as an 
out-and-out 
wargame. Since 
that name has 
been scrapped, a 
race has been on 
to title the game, 
and suggestions 
have come thick 
and fast — and 
most have been 


dropped... 


EXODUS 

(Already Copyrighted) 
OVERLOAD 

(Already Copyrighted) 
FOOD 

(Mot Good) 

RULING FORCE 
(Ditta) 

RIGHT TO AULE 
(Ditto) 

DOMINATOR 

(Already Copyrighted) 
CONQUEROR 
(Alraady Copyrighted) 


Powermonger was 
a compromise 
between Bullfrog 
and Electronic 
Arts. Bullfrog liked 
Warmonger too 
much to drop the 
title completely 
and Electronic Arts 
didn't like the ‘War’ 
bit. Thus the 
remaining part of 
the word was 
meshed with 
something a little 
less risque to 
come up with 
Powermonger, 
which has the 
necessary ‘hard’ 
quality without the 
possibility of being 
deemed ‘offensive’. 






counter-strategy. The only way your 
success is assured in by ensuring the 
failure of others. Before long the situation 
escalates into an all-out war. Villages are 
attacked enmasse, armiesmeetandclash 
— it's hell out there. 

However, none of this all out death and 
destruction would be possible without the 
Captains — as Molyneux is quick to 
explain: “When you start the game the 
world you're out to conquer is occupied by 
five Captains — one for each of the five 
largest settlements on that world. Each 
Captain controls that village and its 
occupants, and when you defeat a 
Captain's village, he is immediately put 
under your control. The more Captains you 
control, the more you can do as you can 
have up to six armies on the move at once 
— even if you have a group of people under 
your command, you can't tell them to do 
anything unless you or one of your 
captains is with them.” 

Thus, a chain of command is created. 
You make a decision, pass it onto your 
Captain and he has his men carry it out. 
Problems arise in the multi-player game 
when you have four players vying for 
control of as many of the five Captains as 
they can before anyone else ‘recruits’ 
them. Captains mean power — the more 
you have, the more formidable a force you 
are. 

All this makes the logic behind the game 
sound very complex — your fingers have to 
be in several pies at once if you are to 
expand your empire AND defend it from 






WHILE the vector-based landscape itself 
turns, the houses and other fixed scenery 
don't — and that's because they are drawn as 
two-dimensional sprites. It might sound 
Strange to have the landscape rotating 
around the houses, but in practice it's not 
noticeable. 
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THIS WORKING screen shows three of the 
Captains installed in their alcoves and ready 
to go — now all they need is a landscape to 
conquer! 








Molyneux, Les 
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the clutches of rival tribes. But complicated 
is a word that Peter is not keen on when 
describing the game. 
, “Powermonger's strength,” Molyneux 
feels, “is while it has complex strategy 
elements, the game is designed so that a 
lot of the legwork is done for you, and all 
you have to do is make the necessary 
decisions. All the options and actions 
available are executed from one simple 
bank of icons, with no key-presses of 
pull-down menus to cope with. It may look 
over-complicated, but it's very similar to 
Populous in the respect that when you first 
see that you think it’s all too much to think 
about, and yet within a couple of hours it 
becomes second nature, and that's all 
down to the simplicity of the execution. 
Powermonger is scheduled to be 
released in September, and ifthatdateisto 
be hit, the team really needs to put its foot 
down — especially Peter, who, as 
designer, still has a few gameplay 
elements (such as sieging and spying) to 
work out. It's not yet decided how many 
preset worlds there will be to conquer 
(although the landscape program can 
generate approximately four thousand 
million, s0,that shouldn't be a problem!), 
and he's still not sure exactly what is 
required of you before you can be said to 
have won a kingdom and go on to the next 
one. With that, the mandatory bug-testing 
and the PC version still to program, it's 
uphill all the way... 


MEET the strength 
behind Power- 
monger. From left to 
right: Simon Hunter, 
Andy Tidy, Peter 


Edgar, Sean 
Cooper, Glenn Cor- 
pes, and Kevin Don- 
kin. 
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THE SPRITES, such as the people, houses and trees, were designed 
and drawn by Simon Hunter. He first got an idea of the general 
outline for each house (left) before touching them up to produce the 
finished article (centre). Unfortunately for Simon he's had todraw all 
these sprites in different sizes, so that they get biggerand smaller in 
relation to the landscape when it's zoomed in and out. The people 
(right) remain the same size no matter what the magnification. 
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CREATING a land was child's play for Bullfrog. First, a 2D landscape similar to the overall 





THE TERRAIN is 
entirely light-source 
shaded, with the 
artificial sun hang- 
ing constantly in the 
top-left hand corner 
of the screen, To 
produce the effect, 
this texture map 
was created, and a 
program written to 
place the relevant 
sections of terrain 
depending on the lie 
of the land. 





map view that you see inthe game is created on Deluxe Paint (left). Shades of green are used 
to determine contours — dark green is low land and light green is high land. In addition, the 
grey is a road and the blue is water. This ‘map’ is then fed into a program which takes the 


colour data and converts it into a real landscape (right). 
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EVEN IF you don't recognise the name 
Creative Materials, you probably 
remember Binary Design, the 
Manchester-based team with a string of 
well-known games to its name. In fact, the 
two are one and the same company: 
Binary Design opted for voluntary 
euthanasia and Creative Materials rose 
from the grave totakeitsplace. Aswellasa 
host of 8-bit budget games, the deceased 
accrued along listof 16-bit efforts: Double 
Dragon and Double Dragon II, Aaargh! 
(ST), Bubble Ghost (PC), Feud, Hyper- 
bowl, Motorbike Madness, Sorceror 
Lord, Shinobi, Steve Davis Snooker, 
Roadwars, Sidewinder and Vectorball. 

The Mancunian company's administ- 
rative core is based around the trio of Andy 
Hieke, Nick Vincent and Patricia Demp- 
sey. One of Hieke's previous lives sawhim 
establish Terminal Software, who pro- 
duced early classics such as Lazy Jones 
and Super Skramble. He alsoclaimstobe 
one of the few people ever to pay royalties 
to the music industry: Lazy Jones 
contained a version of 99 Red Balloons, for 
which “substantial fees” were negotiated. 

Creative Materials’ initial spawn was 
ROTOX, the first game to be developed 
using the Rotescape system. Rotoscaping 
is atechnique which allows a landscape to 
be scrolled and rotated around a sprite, 
rather than having the backgrounds scroll 
in linear fashion and animating the sprite 
through 16 directions. 

Operation Harrier is planned as the 
second Rotoscape game — and it could 
well be the last. Nick Vincent, the 
Development Manager, explains why: 
“The technology is a couple of years old 
now. It's not as unique as it was.” 

This system came to pass slowly. 
According to Vincent: “It just evolved. We 
Saw some games at a coin-op show a 
couple of years ago — Namco's Metal 
Hawk was one of them — and they 
provided the basic inspiration. The point of 
the game was that the screen used bitmap 
rotation: they had a whole different feel 
compared to most of the other stuff we 
saw. Werealisedthat youcan tdothatkind 
of bitmap scroll on 16-bit — except maybe 
on the Amiga — s0 we came up with 
vectors as a solution.” 

Operation Harrier uses an advanced 
version of the system: ROTOX had 
16-step rotation, but this is a lot smoother: 
“You can zoom in and out as well — it's 
effectively as smooth as the resolution of 
the screen itself.” 

The coding spade-work is usually 
farmed out to external programmers and 
musicians, many of whom busy 
themselves at the company's Bristol 
office. One of these is Paul Dunning, the 
coder solely responsible for all three 
versions of Operation Harrier (his only 
previous 16-bit effort was the Shinobi 
conversion for Binary). He's been 
developing the ST and Amiga versions on 
the ST using DevPac (Creative Materials 
if wary of jumping into PDS=2). ST and 
Amiga Harriers are due first, followed bya 
PC version a little later: the release date is 
set to coincide with the PC Show. 

Despite the relative tardiness of the PC 
version, Creative Materials claims to be 
PC games pioneers, as Nick Vincent 
points out: “We had some Virgin Mastert- 
ronic product at the PC Show in 1988; and 
both ROTOX and Operation Harrier have 
always been conceived as PC games.” 

The graphics are being produced by 
Lorne Campbell, described by Vincent as 
“a publicity-shy relative newcomer.” He 
used to work for Zippo ‘Cosmic Pirate’ 
Games on an isometric platform game 
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THE HARRIER ‘jump jet’ is the only truly 
successful fixed-wing VTOL aircraft. Built in 
Britain, it made its first flight in 1966. Its 
specifications includea single jet engine and 
a set of swivelling nozzles, which deflect the 
jet exhaust vertically downwards for take off 
and landing, and to the rear for normal flight. 
It refuels in mid-air. The team based their 
own Harrier design on the official McDonnell 
Douglas AV-8B Harrier Ii. 


A COMPARISON of the two shows how 
faithful the representation is, though the 
computer-generated version above isn't the 
one used in Rotoscape, merely the one used 
on the weapons screen. 





COLONEL Mad is an ever-present character, 
with a severe congenital facial twitch: he 
awards honours and details missions. All the 
still graphics screens were designed by 
Lorne Campbell: at the moment, the game 
uses the top half of a 1040 ST's memory asa 
RAM disk, so it doesn’t have to load in these 
screens, a feature that should also be 
present on upgraded Amigas. The alterna- 
tives for smaller machines are either a scaled 
down version with fewer still graphics or a 
‘graphics’ option which would include all the 
screens but would also mean some hefty 








multiloading. 
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LIKE everyone else inthe game, Colonel Mad 
is a man of many parts. These animation 
frames reveal the wide range of expressions 
you encounter in conversation with him. 





ONCE the animated launching sequence is over, the 
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switches to Rotoscape proper. This allows you to zoom in and out of 
the screen (thus changing the altitude) by holding down the fire 
button and pushing forwards or pulling back. The display shown 
here is an old version: the new one has a more comprehensive 
information panel detailing the score, altitude, artificial horizon, fuel 
gauges, compass, the number of weapons you have and a 


short-range radar. 
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THE TWO faces of 
Creative Materials: 
dressed in ext- 
ravagant Persil- 
white summer 
clothes and straw 
boaters are Nick 
Vincent (Develop- 
ment Manager, who 
likes to describe 
himself, fundamen- 
tally, as “despising 
the Manchester 
music scene”), Pat- 
ricia Dempsey 
(Director) and Andy 
Hieke (Managing 
Director). Photog- 
raphed outside the 
company's 
Manchester office- 
cum-large house is 
bashful Bristol- 


based programmer, 
Pau! Dunning. 
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scape and a Harrier jump jet got in 
common? Gordon Houghton piloted 


out. 





ROTOX had one, and so does Operation 
Harrier, which isn't surprising since Creative 
Materials “love animated sequences”. The 
pre-game Harrier launch sequence features 
a bird's eye view of the aircraft being readied 
on the deck... 
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FOLLOWED by a more intimate farewell. 





his VTOL Metro to Manchester to find 
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(provisionally called Hex). He's also 
“done some work” on Nintendo software, 
about which there is much secretive 
whispering and murmuring, but typically 
no names. 

In game-sound hasn't yet been settled, 
though there are sketchy plans for Harrier 
engine effects with plenty more to come. 
Vincent is philosophical about programm- 
ing FX: “We often do the effects and sound 
in-house. I've found most musicians are 
never keen on getting involved in the 
sound effects side of things — they just 
want to write a piece of music. If you ask for 
sound effects you grudgingly get a set of 
Zaps and Space Invader noises. Besides, 
with the sampling techniques for the ST 
and Amiga these days it's so easy to doit 
yourself. “He looks forward to a day when 
sound cards for the PC are more 
widespread: “It will give us total sound 
compatibility across all formats.” 

Strangely enough, ideas aren't usually 
worked out on paper first — ROTOX and 
Harrier had a proper design specification 
“only because US Gold wanted one.” And 
it's evolving all the time, as Nick Vincent 
observes: “It isn't practical to specify 
games precisely — game design is about 
compromises and new ideas.” 

50 what made them decide on a Harrier 
game? Obviously, the Rotoscape 
system's ability to zoom in and out is an 
ideal medium for a jet with VTOL (Vertical 
Take-Off and Landing) capabilities. Des- 
pite this fundamental similarity, the 
Mancunians have resisted the temptation 
to go for a serious macho bells and 
whistles flight simulation: it's too tonque- 
in-cheek for that. 

There's no current storyline — “wedon't 
want to stir any political controversy” 
but, basically, you pilot a Harrier jump jet 
and fulfill missions. There are squadrons 
of enemy planes flying about, airfields, 
nuclear plants, missile bases and other 
ships, but completing an assignment 
simply involves flying from A to B and 
executing mission orders such as bomb- 
ing the specified target. This would be fine 
but for the two-pronged opposition of 
limited fuel and aircraft damage. 

Vincent isn't a fan of conventional 
level-based shoot ‘em ups — “R-Type 
clones have been done to death" — so 
Harrier was deliberately designed as an 
unconventional blaster. “It's more flexible 
than an arcade game, because you don't 
have to kill a certain number of aliens to 
finish alevel: if you're smart youcandodge 
whole sections. It's a learning process.” 

Even though they don't see much 
long-term hope for Rotoscape in its 
present form, Creative Materials recog- 
nises potential logical developments of it, 
such as sprites embedded in the 3D 
landscape — an advanced version of the 
systems used in Millennium’s Resolution 
101 and Accolade's Gunboat, for exam- 
ple. “The problem with current vector 
games Is thal you sacrifice the speed you 
find, in bitmap games for freedom of 
movement: what you gain in flexibility, you 
lose in detail.” They see the ultimate future 
differently, however: they are currently 
working on Nintendo software and have 
plans to convert Sega Megadrive games. 
“We can envisage roads to other consoles 
in a couple of years’ time, too,” adds Nick. 

The immediate future holds a film 
conversion for Mindscape: described as 
“akind of Top Gun2 withcars” — it's called 
Days Of Thunder and is due to open this 
summer, starring Tom Cruise. The game 
itself is almost finished, but isn't due for 
release until early autumn. 
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4A TERRAIN map is easily accessed 
throughout the game, and can be scrolled to 
follow your Harrier (shown in white). The red 
triangles are enemy fighters and the bive 
ones ships: fighters chase you if they get 
close enough, and you should neverstraytoo 
near enemy missile bases. Much of the 
game's strategy involves calculating an 
efficient route to your mission target. 
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THE PLAYING area was originally designed 
on paper and hasn't changed much from this 
design. There's a limit to how far you can fly, 
because the whole terrain is surrounded by 
an imaginary, impassable range of moun- 
tains. 
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WEAPON selection is a simple matter of 
pressing a function key as you fly — 
armament selections are made on the 
weapons screen before you take off. As well 
as arming the Harrier, here you can also load 
a saved game, return to briefing, repair the 
Harrier, launch and refuel it. Weapons 
include 1000/b bombs, 500Ib bombs, heat 
seekers and rocket launchers. 


HK 
A 
3 
aft] 
14 






YOU are advised not to carry out improper 
actions, such as blowing up your owncarrier. 
Even so, this is infinitely preferable to 
dropping a bomb on the nuclear power 
plant... 


SINCE anuclear plant doesn'trespondkindly 
tO aggression. 





ENEMIES include other planes, helicopters, 
installations and heat-seeking missiles. 
There's no option to release chaff because, 
as Nick explains: “It would act like a smart 
bomb. We might put a few token bits in, but 
you can actually out-turn the missiles 
anyway." Your Harrier is able to withstand 
four hits from heat seekers before it blows up 

since these fly thick and fast, four hits 
doesn't give you long. 








MANY of the ground bases will feature 
animation to add that extra touch of realism. 
This is part of a radar which notifies the 
enemy of your position — bomb first and ask 
questions later. 





FLY too far inland and you crash on high 
ground (the colours grow paler the higher the 
terrain). Fly too low over the sea and the 
result is similarly catastrophic. 
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THE CARRIER isn't the only place where you 
can refuel or repair the aircraft: landing on 
the island gives you 50% repairs, whilst extra 
fuel is gained from four air tankers dotted 
around the map. 





OPERATION Harrier includes a full post— 
mission promotion-cum-recrimination 
system complete with medals and awards 
ceremonies. To construct it, just take a 
ready-made background... 


AND complete the picture with your pilot. 
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“The 
designers 

have 

obviously 
thought long 
and hard 

about this, 

and have 
managed to 

‘ strike an 
excellent 
balance 
between 

game and 
simulation.” 
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THE PRO SHOP is where all would-be 
Olazabals come at the start of the day, and 
it's a good idea to familiarise yourself with all 
the options available here betore committing 
yourself to the course. A comprehensive 
range of clubs is available (although you can 
only select 14 to play with — your caddy's not 
Lou Ferrigno, you know), as is the option to 
play either a practice round or tournament. 
Any combination of up to four computer or 
human-controlled golfers can play over any 
of four famous US courses... 
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PROVIDING your PC's processor is up to the 
job, each hole is preceded by an impressive 
aerial camera fly-by that starts from behind 
the pin (that's the hole to a golfing layman) 
and carries on panning down the fairway to 
the tee, giving a handy three-dimensional 
preview of what's to come. As an added aid, 
certain courses come complete with tips 
from PGA pros such as Craig Stadler (well 
he's not exactly Ballesteros, but he's better 
at golf than most, so pay attention). 
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THE COURSES in question are Sterling 
Shores, Sawgrass, TPC Avenel and PGA 
West, each part of the famous PGA Tour 
itself. All are about the same in difficulty 
terms, but each poses its own particular style 
of problem — Sterling Shores for example is 
riddled with treacherous lakes and other 
Water hazards. 








teal Ce 
Stroke l 
° Distance: 157 yds. 
| | |) | Y Club: 6 iron 


FOLLOWING the aerial preview anda quick look atan overhead map 


of the hole, it's time to tee off. As with all the shots you play, the 
computerised caddy automatically equips you with what it deems 
to be the best club for the shot. The distance to the pin and the lie of 
the ball are also given. Change these three variables at your peril. 





rough direction for the ball is determined (with the help of a 
horizontally-moving cursor), the shot begins. The first mouse click 
starts the backswing (and the shot power bar rising) and the second 
determines the shot's power as a percentage. A third and final click 
must then be executed with pinpoint accuracy to stop any hook or 
slice affecting the ball’s flight. The shot is then played. That's all 
there is to it. Well, almost... 


A SECOND or so after you strike the ball, the 
camera view snaps to the other end of the 
course looking back at you, to give a better 
view of the ball's flight and its eventual 
landing. It's similar to television golf 
) Coverage, where the cameraman 
desperately tries to keep the ball in shot all 
the way through its flight, but here the 
camera stays still. Because the ball always 
lands near the camera, you get a much better 
view of how it landed than you would with a 
golfer's-eye view. An indicator showing the 
length in yards of your shotis then displayed 
and it's onto the next. 
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Is there life after Leaderboard? Promis- 
ing more than any golf game's offered 
before, American developer Sterling 
Silver Software thinks so — andsodoes 
the PGA. Gary Whitta goes clubbing. 


NOW THAT summer's here, golf games are back in 
vogue — and none more so than those officially 
endorsed by atop golfing professional. Good ol’ Jack 
Nicklaus and Greg Norman have already lent their 
monikers to two of them, and it probably won't be 
long before the likes of Olazabal and even the 
legendary Ballesteros himself get in on the act. 

But whiletne latest entry inthe race to the 19th hole 
also bears a golfing licence, this time round there's a 
novel twist. Instead of linking up with a golf 
professional, Electronic Arts’ second 16-bit golfing 
effort (after the mediocre World Tour Golf) has gone 
one better and gained the official blessing of the 
sport's largest governing body, the Professional Golf 
Association (PGA). 








JULY 1990 


ei 






Tr 


alate lealliliaa ii . PRICE £24.99 
The ante above the cup, 31f " | OUT Now 
— ,| GRAPHICS 90% 

SOUND B0% 

| PLAYABILITY 93% 

| VALUE 89% 


“teed th | 


a aia aii a ae eee 


Where PGA Tour Golf scores over other 
golfing games and simulations is its 
gameplay. It’s perfectly balanced so that 
| while there’s a good deal of accuracy and 
depth, it’s simple enough to pick up and learn within 
minutes. Placing and playing your shots is, if 
anything, even simpler than in Leaderboard 
(formerly the best example of a golf game as 
opposed to a simulation) and because all the 
information you need is presented clearly and 
without fuss, you can play as advanced a game as 
you like without having to mess about with 
complicated menus and icons. The designers have 
obviously thought long and hard about this, and 
have managed to strike an excellent balance 
between game and simulation. Icing on the cake 
comes in the form of near-flawless presentation, 
with the exquisite pre—hole flyby, tips from the 
professionals and the alternating camera angles. 
The facility to save out career statistics is invaluable, 
as it proves a genuine aid in rooting out your weakest 
areas. Unfortunately it's an experience only to be 
fully appreciated by those with a speedy PC, as 





without this and the Roland or AdLib music, PGA’ 


Tour Golfisn't quite the same — but even thenit's the 
best golf game there is. And we can't say fairway-er 
than that! 


Plans do exist for a Commodore version, 
but it's early days yet and so details are 
_very scarce — a release date hasn't yet 
been set, and while it should turn out to be 
very similar to the IBM original, it's not yet been 
decided what tweaks and changed will be made. One 
thing though is certain — you won't see anything for 
at least six months. 
Atari PGA Tour Golfisonthecards, butlike 
the Amiga version very little has been 
decided as yet. Expect to see something 
nearer the end of the year. 
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| WIND is a vital factor that must be monitored 
carefully. Blowing at anything upto 21 mph, it 
can send a ball wildly off course, no matter 
how perfect the shot may have been. Your 
only hope is to alter the placement of your 
shot beforehand, allowing for the direction 
and the strength of the wind. Experienced 
golfers may actually use this to their 
| advantage, as it can help curve the ball 
around nasty dog—legs. Playing against the 
elements is not easy at the best of times, but 
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ON THE GREEN it's a whole new ball game. 
Wind is no longer a factor, but the lie of the 
land is. Any golfer worth his salt will tell you 
that greens are anything but flat, and on 


the wind can (and often does) change | 
direction violently at the last minute, things ATAREST 
can get very rough (ho ho). 
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professional courses many have torturous 
slopes, hills and bumps that can affect your 
shot severely and so must be played around. 
That's certainly the case here, and so to aid 
putting, a3D contoured representation of the 
green is displayed, showing exactly how the 
green lies. Memorise as much as you Can, as 
no detail on the green is shown when you 
actually putt. Putting irons ranging from five 
feet to over a hundred are available, and | 
again the strength of the shot is an important 
factor. You may be able to curve the ball 
round all the hills and valleys, but what useis 
it if it stops short or jumps over the hole? 


SHOTS that the 
computer deems to 
be spectacular — for 
exampleadrive over 
300 yards or a shot 
that lands within 
inches of the hole — 
are automatically 
replayed. It's a 
useful tool for imp- 
roving your game, 
as the flight of the 
ball is shown by a 
broken white ‘line. 
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WITH a few practice rounds under your belt it's time to try your hand 
at the real competitive stuff. This is where the Tournament comes 
in. The basic game remains the same, but this time your opponents 
are computerised versions of up to 62 PGA professionals playing 
over three 18-holé rounds. You don't play against them directly — 
they go round separately and you never actually see them play, but 
you do see the results, and it's their scores that you have to compete 
against if you want to stay on the leaderboard, Depending on your 
finishing position (ifindeed youfinish atall), cash prizes are onofter, 
and your total tournament prize money is an important entry in your 
overall statistics. 

















THE FAIRWAY is understandably the best 
place to leave the ball. But all too often the 
wind or simply an ill-played shot can send 
you into less helpful terrain. There are two 
types of rough — light and heavy — that 
enclose the fairway and the green, with the 
latter variety on the outside, Fortunately 
landing in the rough isn't too disastrous 
(unless you land right in front of a tree), but 
you may have to play a shorter club to get out 
safely. Bunkers, too, aren't so bad — the 
worst thing about them is that they stop the 
ball dead, thus losing any valuable distance 
from the bounce. The real killer is the water. If 
the ball gets wet it's deemed lost, and the 
shot must be either replayed or a ball drop 
taken — both options cost you a shot. 





AN INDICATOR next to the power bar shows 
the club in question's maximum distance. 
This helps to grade the power of your shots. If 
you ever need that extra distance, it's 
possible to hit the ball with more than 100 per 
cent power. But beware — if you do, any 
mistake made in the hook or slice depart- 
ment is greatly exaggerated and you could 
find yourself digging your way out of the 
rough for the rest of the day. 
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SORCEROR'S 

APPRENTICE 

Actual 
Screenshots 


























AMIGA 
PRICE £19.95 
| OUT Now 
GRAPHICS 80% 
SOUND 74% 
| PLAYABILITY 79% 
VALUE 83% 


.OVERALL 


‘19% 
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HOLDING down the firebutton transforms 
your flying sorceror into an invincible insect 
~ but only for a limited time. You initially have 
three such potions, with extra ones gleaned 
from leaping frogs: kill them and collect the 
phials of invulnerability left behind. Note the 
cute ‘Tinkerbell’ trail the insect leaves in its 
wake. 















Gordon Houghton is spellbound with 
Actual Screenshots magical shoot ‘em 
up. 


THE UBIQUITOUS forces of darkness have invaded 
the land and started doing evil things — pulling 
people's teeth out without anesthetic, stealing teddy 
bears from children and eating grandmothers. The 
king, who hasa bad leg — otherwise he'd do it himself 
— has entrusted you with the job of eliminating this 
scourge. 

The bad guys are living in the king's many castles, 
which comprise a series of eight-way scrolling 
rooms. They turned all the floors into ledges, so it's a 
good thing that you have the power of wingless 
flight. Making ghoul pie outof these demonscouldn't 
be easier — a flick of the wrist unleashes a magical 
weapon that sends them screaming back to spook 
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“It's as stern 
a test of 
your reflexes 
as you could 
hope to find 
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estroy the purple crystal by pumping it full of the 
required number of blue orbs. A neatettectis achieved by shooting the orb offinthe opposite 
direction to the crystal — the orb arcs back round with a ‘whoosh’. With destructive task 














anywhere... city. fulfilled, the crystal turns blue and you are whisked away to the next room. 
a 2 one — NOT ALL levels have 
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SLIGHTLY larger than 
their more common 
cousins, these spiteful 
old men rapidly pace 
the ledges and bump 


into you at every 


oppor- 
tunity. Reward for 


removal: 200 points. 












up of chasing you 
through the air and land 
On a ledge to get better 
aim — kill one for 200 
points, 








you should have 
amassed the 10,000 
points you need for 
an extra life. 


Sorceror's Apprentice is a very unusual 
shoot ‘em up — acombination of the speed 
of Defender and the platform action of 
Joust. And like those two classics, the 
graphics here are simplistic but functional, and the 
spot effects meaty and memorable. The first half 
dozen levels are fairly easy as long as you don't fly 
around recklessly — the ghouls and ghosts aren'ttoo 


egies ao drogen bonovee nae Ubeyoeenitespng hostile and only move slowly. From then on, it’s as 

hye gy oa horrors stalk swiftly and more intel- it's the ides ot death. Stern atest of your reflexes as you could hope to find 
nm air, ledges spewing out . [j y- Dispatch him Destroying it rewards ' 

home in on you and fire pellets until they gies haan calaiahists eae anywhere. Plagues of dragons speed about the 

pellets of doom. Thelr are killed — for &@ manual magic for 300 invulnerability and a screen, Merlin the magician homes in on you, 

worth poin generous 350 points. points. miserly 50 points. zombies appear from nowhere when you least want 





THERE are 10 types of enemy, the most 
popular of which are the zombies. These 
undead minions ooze from the ledges with 
monotonous regularity — they sometimes 
appear from beneath your feet, so you can't 


afford to be sluggish. 


casionally,azombie 


materialises carrying a blue orb... 

ONCE you kill it, the orb is thrown into the air 
where it hangs for a few seconds. Collect it 
quick — should you let the orb fall it's lost 
forever. You can fly around holding any 
number of orbs but it's wiser to return to the 
purple crystal and dispatch them as soon as 
you can — if you meet your demise with orbs 
in your possession, you have to collect them 


all again. 


them, and fewer blue orbs appear. It's simple, 
addictive action with only a couple of drawbacks: 
there's little variety in the backgrounds (otherwise 
the graphics are very pretty with a striking parallax 
3D ledge effect), and there's even less variety in the 
gameplay — once you learn how to handle the 
enemies and cope with the increasing speed the 
action stays the same throughout. For all that it's a 
compelling, enjoyable, no-frills blaster — and for the 
price it's well worth a look. 


No version planned. 
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AE POWERIOn 
SPACE 


PHOTON STORM 

A dassic spece shoot-em-up from the master of addictive arcade classics — 
action, colour, excitement and mind boggling destruction make Photon 
Storm the definitive example of manic alien encounter. Patrolling ovter 
space a desperate command suddenly orders you on a mission to seek an 
alien Battlestar, menacingly forming in a remote universe. Quickly you 

turn to your scanner and head-up display, desperate to locate the 
Stargates that will allow you to enter the time warp zones and speed 

across the galaxies, Instantaneously your attention is drawn to your 

lazer systems — their awesome power is immediately required — the 
Battlestar has released fleets of space fighters to halt your progress and 
return with the plutonium vital to its progress. If your skill lets you down or 
your nerve fails you in your encounter with the collisions, minetraps ond 
fireballs released by the alien fighters, the Battlestar will grow in strength, 
activate and unleash hordes of reeking Ferrets that will not only bring to an 
end your mission, but the future of mankind as well. On with the navigator, out 
with the blasters and give those homicidal, psychopathic aliens pure hell!! 


ATARI ST - AMIGA 


REACH OUT FOR THE POWER OF ARC 
ATARI ST:CBM AMIGA-IBM PC. 


ARC, P.O. Box 555, Slough SL2 SBZ. 
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PRICE 19.99 
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| SOUND 82% 
| PLAYABILITY 86% 
VALUE 82% | 
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movement patterns are predictable enough, 
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often yields rewards in the 
energy-boosting food or Spam. 










“One of the 
unlikeliest 
licences of 
recent times 
has, 
surprisingly, 
yielded one 
of the most 
successful 


, . A BONUS round based on Python's classic 
adaptations. 


argument sketch awaits at the end of a level. 
It's a reaction test in which you disagree as 
quickly as possible with the desk-bound 
John Cleese-a-like by selecting the approp- 
riate contradictory response (complete with 
speech sampled from the series). The longer 
you last, the bigger the bonus. Gumby then 
walks into another room to regurgitate 
everything eaten during play, with a running 
commentary sampled from the Spam 
sketch. 


EVERY adversary encountered comes from 
the TV series. There's a shower of dead 
parrots, exploding cats, Vikings on wheels, 
silly walkers — even the Spanish Inquisition 
throwing soft cushions! Most of their 


which means a well-thrown fish usually does 
the job. Killing some of the larger characters 
form of 
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TO HELP him negotiate the horizontally 
scrolling underwater horrors of thefirstlevel, 
Gumby's body is replaced with a fish's. On 
Level Two however, his torso's in more 
familiar shape as he has to hop, skip and 
jump his way through a platforms-and- 
ladders world. The landscape is built from 
parts of the body, which is why mouths and 
toes are liable to attack. 





BETWEEN LEVELS and off the beaten map, a 
series of mechanical pushers, pullers and 
crushers manipulate Gumby, shunting him 
around, replacing his body parts and 
transporting him to other areas. 
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GUMBY'S body is replaced once more for 
Level Three, where he's a bird up in the 
clouds. The feel is similar to the first level, 
only now there's more to deal with... such as 
aggressive angels and exploding grannies 
(!). There's plenty of Spam out there to be 
found, too — if you survive long enough. 
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THERE ARE plenty of puzzle elements and 
hidden bonuses to keep the avid Spam- 
collector busy. Switches in the walls trigger 
traps and release useful objects, while 
invisible bonuses in unlikely places waittobe 
shot and revealed. Not forgetting the secret 
bonus levels, like this one, where Gumby's 
head is placed on a spring. The idea is to 
bounce on the cheese blocks (which then 
disappear) and collect as many items as 
possible before being thrown back into play. 
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How To Recognise Different Types Of 
Writers From Quite A Long Way Away. 


Number Two: Gary Whitta. Gary 
Whitta. ; 
STOP THAT! It's silly! No it isn't! Yes it is... Monty 


Python's Flying Circus, arguably the mother of 
almost every form of alternative comedy, makes its 
computer debut. But will ithave the same effect as its 
illustrious television counterpart? 

Rather than produce a game based on the names 
behind the series, developer Core Design has 
combined key elements of some of the more 
well-known sketches in an off-the-wall run ‘n’ jump 
‘n' shoot romp. The star of this show is Gumby, and 
his big adventure begins when, for no adequately 
explored reason, a large mechanical hand appears 
and opens up the top of his head. Four pieces of his 
brain are then removed and promptly bounce off the 
screen. From here on it's action all the way as our 
brainless hero tries to get back his bits. 

Four levels of horizontally scrolling antics stand 
between the Gumby and success. Armed with an 
unlimited supply of fish to throw, his prime objective 
is the collection of Spam, tins of which are revealed 
by shooting certain adversaries or the slightly less 
abundant blocks of cheese. Some tins of the pink 
stuff, however, are just lying around waiting to be 
collected and so present no problem to the keen eye. 
A piece of brain is given in exchange for 16 or more 
tins of Spam once a level is completed. 


WHEN Gumby runs 
out of energy, he's 
humanely squashed 
by the famous 
Monty Python foot 
(which is used to 
bring the show's 
opening sequence 
to an abrupt end). 
Incidentally, Gilliam 
borrowed the foot 
from a painting by 
the 16th Century 
painter Angelo Bon- 
zino and here's 
the picture to prove 
it. 





One of the unlikeliest licences of recent 
times has, surprisingly, yielded one of the 
most successful adaptations. The balance 
between Python-humourandentertaining 
gameplay is commendable. So too isthe fact that the 
spirit of Python has been captured so well — mainly 
through the accurate portrayal of Gilliam’s 
characters, but also thanks to the sound, much of 
which was sampled directly from the series. Most 
impressive of all though, Core has also managed to 
produce a playable game to boot! The four levels are 
large and varied enough to ensure interest is 
sustained, especially with the many secret rooms 
and bonuses to be found. All in all, one of the tastiest 
slices of alternative arcade action since Venezuelan 
Beaver Cheese. 


Commodore Python is, to all intent and 
purposes, identical to the Atari version. 
And that includes the price and release 
date. 
At present, no definite plans exist for an 
IBM-compatible incarnation of Python. 
However, providing the ST and Amiga 
versions perform well (and there's no 
reason why they shouldn't), MS-DOSsers could well 
see something before the year is out. 
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“Slick 
presentation, 
sinister 
graphics and 
atmospheric 
sound combine 
to create an 
excellent, 
highly unusual 
package that 
anyone with a 
penchant for 
platforms and 
puzzles should 
definitely 
enjoy.” 
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Thanks to ImageWorks, Kati Hamza 
enjoys all the fun of the fair — and its 
more bizarre and sinister side, too. 


THE MAGIC Canyon Theme Park is deserted. Rust 
eats away atthe bumpercars, dustisinch-thickonthe 
helter skelter and nobody sneaks into the love tunnel 
any more. The machinery used to work like 
clockwork — now everything's ground to a halt. 

Whatever's happened here — and it can’t have 
been pretty considering it frightened away all the 
staff — yourintuition tells you it’s got something todo 
with the four theme worlds on the monorail: 
Dreamland, Dragonland, Futureland and Yesterday- 
land. Your uncle began to unravel the secret before 
an inkling of the awful truth drove him to madness 
and suicide. The unsealing ofthe will confirmed what 
you'd most dreaded — the park and its mystery are 
yours... 

And those are all the clues you get. With no more 
instructions than a summary keycard, all you haveto 
sustain you on your fantastic journey is your wit, your 
charm and your intellect. This is a thoroughbred 
mystery: you don't just have to solve the puzzle, you 
also have to work out exactly how to play the game. 
js | = YOUR starting point 
is the monorail plat- 
form, Yesterday- 
land. The three 
arcade machines 
are in perfect work- 
ing order but if you 
prefer to take a ride 
you need a ticket — 
and you forgot to 


bring your 
photocard. 
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If Sherlock Holmes had had an Amiga he 
would have played Theme Park Mystery: it 
calls upon all your powers of deduction, 
and like Moriarty it's very, very tough. At 
first glance it doesn't look like anything more than a 
glorified platform game, but a little experimentation 
with Yesterdayland's arcade machines reveals that 
there’s a lot more to it than that. The fortune teller's 
hints, the mysterious objects in Dragonland and the 
bizarre contradictions of Dreamworld throw up a 
baffling series of puzzles that require plenty of 
stamina to solve. Slick presentation, sinister 
graphics and atmospheric sound combine to create 
an excellent, highly unusual package that anyone 
with a penchant for platforms and puzzles should 
definitely enjoy. Its only faultis the high level of initial 
difficulty — ultimately it may just prove a tad too 
inaccessible for the more impatient gamesplayer to 
persevere. 


Clue for clue, the ST version is an almost 
exact replica of the Amiga version — right 
down to the graphics and sound. 


The best things in life are worth waiting for 
and Theme Park's no exception. 
ImageWorks assures us that there will 
probably be a conversion, but the biggest 
mystery so far is for how much and when. 
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THE BAGATELLE swallows tokens andcoins 


— score one hundred or over and you win a 
token reward. Why not spend it on having 
your fortune told’? 
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JUST like the real thing, the grabber is 
notoriously difficult to work. Fortunately 
there's plenty of time to perfect your 
technique — youdon't need to win to get off to 
a good start. 












CROSS this guru's palm with silver several times and he spits out a monorail ticket, options 
to buy extra lives and a limited number of hints. You even get the chance to make a wish — 
instant teleportation to one of the other lands. Predictions come cheap at a token a time but 
coins (you get one by pressing the reject button) won't work. What youneed are tokens — and 


they only come from the bagatelle. 









TAKING the monorail ride is a refreshingly 
magic experience. As if by magic you are 
kitted out with the appropriate costume for 
your destination. 


FIRST stop: Dragoniand. It may look like a 
tunnel of love but in reality it's a living hell. 
Flames shoot out of the wall, stone golems 
hurl huge boulders and birds attack from the 
air. All you have to do is stay alive long 
enough to climb ladders, leap into boats, 
work out what all the mysterious objects are 
for and connect them with the fortune teller's 
clues. Next stop: Futureland... 





THE FUTURE: a rollicking rumbler of a roller 
coaster ride, perched on the edge of a void. 
As missiles come hurling towards you 
there's just one weapon between you and the 
elements. Too many collisions make the ride 
too dangerous and force you to stop. 





BIZARRE, weird, out of this world. If you feel 
disorientated, that's the idea, because this is 
what your dreams look like. Some objects 
are collectable and one of the fortune teller's 
cards allows you to pick the length of your 
own dream time. However, the significance 
of this world of floating eyeballs, headless 
snowmen, gaping floors and marauding lips 
is for you to find out. 
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Pausing briefly to admire the super- 
smooth 3D, Gordon Houghton hops 
into his ground skimmer and tackles 
Millennium’s answer to future crime. 


IN 2038 the US Government is facing a hopeless 
situation. In a desperate attempt to check soaring 
crime rates the Senate has passed Resolution 101, 
which gives convicted criminals the chance to earn 
their freedom by tracking down and terminating high 
profile villains and gangland bosses. 

As one of these convicts, your mission is to seek 
and destroy four drug running criminals who are 
operating in each of the city’s quadrants. At your 
disposal is a Theta 4000 ground skimmer with light 
machine gun, plus a little insurance to provide you 
with a couple more craft in case of ‘accidents’. 

Wiping out each leader's craft three times 
effectively terminates his operation — so 12 
successful kills provides the key to liberty. 


101 


A FLASH of lightning is always bad news, 
since it heralds the arrival of the drug 
runner's minions. These vary from the pretty 
stupid target practice types to highly 
intelligent gang bosses, who plot complex 
strategies and guard their chief at all costs. 
The graphical achievements of this game 
are beyond doubt: slick 3D polygon 
movement combined with equally 
smooth sprites create a very believable 
city, from skyscrapers right down to lamp-posts and 
rivers. Control over the Theta 4000 skimmer is 
superb, because the landscape is as rapid to rotate as 
itisto approach, and asimple combination of mouse 
buttons allows you to pursue targets as you fire at 
them. High-speed chases are made even more 
exciting by the game's tactical elements. Someofthe 
opponents are so intelligent and well-defended that 
you need to combine a strategic brain with trigger 
reflexes and hefty firepower — armoury that's only 
acquirable once you progress a long way. The only 
problem is that there isn’t enough of the action: with 











.only four city quadrants sharing 12 levels, and the 


action retaining the same chase and blast elements 


_ throughout, there isn't the long-term lastability that 


the superb presentation deserves, 

This incarnation combines the same 
high-speed graphics and rapid-fire 
gameplay, but features the added attrac- 
tion of a beefy soundtrack. 

Resolution 101 has translated crim for 
crim, with only a couple of minor 
differences: the ability to view your 
criminal record during the game, and a 
keyboard control option. Both EGA and VGA are 
supported. 








BOUNTY is aaa ince it siecidin the 
means to upgrade or simply repair your ship. 
As you progress through the city your 
skimmer is damaged by collisions or, if your 
armour is less than one quarter full strength, 
instruments are disabled by enemy fire. 
Travelling to one of the city's nine shop 
complexes (such as this) allows access to 
some serious upgrades. 

THE FURTHER you progress inthe game, ? 
meaner and smarter the enemy 

Theta 4000 ground skimmers are easily teat 
even if your opponents don't wear down the 
shield level and turn itinto a pile of wreckage, 
there's always achance of finding yourself in 
the middie of a lake with nowhere to go. 
Luckily there's a chance to upgrade your 
model with water skimming capability, too 



























SOME of the henchmen are transporting a 
you collect enough canisters to provide evi 
runner can you defeat him with firepower. For every standard 
criminal you terminate a bounty proportional to his status is given. 


nce against the drug 


THERE are three kinds of shop. At Android 
Mabel's Odds 'n’ Ends store you can buy 
peripherals such as a Direction Finder and 
City Map, plus three grades of shield from 
fibre-glass to titanium. Henry's Status 
Engine Shop has only one item on offer — 
Keviuminum Booster packs, which greatly 
improve manoeuvrability (up to nine can be 
fitted). Finally there's Old Timer Clive's 
Smoking Gun Shop, where you can pick up 
three grades of automatic machine gun, 
cannon and heat seeking missile — satistac- 
tion is guaranteed. 


THE DRUG runner is your primary target: his 
insurance company won't provide him with 
more than three ships like this one. A few 

shots breaks down his armour level to 
the point where his fate is inevitable... 


ONE down -— 11 to go! 


canisters. Onlywhen 
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“The 
graphical 
achievements 
of this game 
are beyond 
doubt: slick 
3D polygon 
movement 
combined 
with equally 
smooth 
sprites 
create a very 
believable 
city, from 
skyscrapers 
right down 
to 
lamp-posts 
and rivers.” 


















WE of BLO 


‘A hero is coming from the south who will conquer the four kings of this 
sorely troubled land. And amidst the bloodshed and magic, the clash of shield 
and the glint of steel, the seeds of peace will be sown. When the battle is over 
a new age begins.’ 












For AS LONG AS ANYONE CAN REMEMBER, ORC, ELF, MAN AND DWARF HAVE BEEN LOCKED IN TERRIBLE COMBAT; THE LAND IS A DESOLATE 
WILDERNESS REEKING OF DEATH AND DECAY. BUT THE WATCHER HAS PROPHESIED THAT THE AGE OF CONFLICT WILL END WHEN THE CROWNS 
OF THE FOUR FEUDING KINGS ARE WON AND BROUGHT TO THE | OWER 
BAT TLEMASTER TAKES THE FANTASY ARCADE ADVENTURE INTO A TOTALLY NEW DIMENSION. SURVIVE HAIR-RAISING ENCOUNTERS 


WITH FEROCIOUS MONSTERS, NEGOTIATE TO BUILD UP YOUR OWN FERSONAL ARMY AND BECOME A MASTER OF THE MAGIC ARTIFACT 








FEATURING HIGHLY DETAILED MAPS, PACKED WITH PUZZLES, DRAGON AND POTIONS, AND INCORPORATING UNIQUE FIGHTING STRATEGIES, 
BAT TLEMASTER offers THE ULTIMATE CHALLENGE 
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18M PC AND 

COMPATIBLES 
| PRICE £29.99 
OUT __—Now 
ATAREST 

PRICE «= £29.99 
OUT Now 


“The 
rudimentary 
cockpit, 
atmospheric 
in-depth 
manual, and 
relatively 
swift in-out 
missions 
manage to 
capture a 
real sense of 
historical 
authenticity 
— especially 
as all the 
missions you 
fly are 
actually 
based on 
fact.” 













OF THE 96 preset missions, 32 are training 
runs designed to let you get the feel of the 
controls and give you practice at take-off, 


| landing, evasion and dog-fights. The rest are 


all combat adventures based on 
documented confrontations which actually 
occurred during the war. They include 


knocking out air-bases, playing a role in a 
| concentrated strike, intercepting incoming 
fighters and protecting other aeroplanes in 
| solo or group flights. If you fly a bomber you 
usually get a fighter escort. 





THE MISSION map, providing information on 
target positions, distance and bearing of 
enemy bases, plus the position of friendlies, 
is updated whenever a newcomer arrives on 
the scene. It can be accessed at any point 
during a flight — useful for pinpointing your 
current eo 





WHICH side are you on? There are eight 
different airborne coffins to choose from - 


two British fighters and a selection of 


German dive bombers, medium bombers 
and fighter planes. Each has its own 
particular specifications, weapon 
capabilities and crew positions. 


TRUE to the real thing there's nothing fancy 
about these functional cockpit displays. 
Forget radar and sophisticated HUDs — 
altimeter, speed, APM, banking and pitch 
indicators are the basics and that's pretty 
much the sum of what you get. Each plane (in 
this case the Hurricane) has its own unique 
instrument panel and there's a replay 
camera option with a limited amount of film 
to enable you to watch the action later — if 
you make it back. 
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Fifty years ago, the Luftwaffe and the 
RAF fought for Britain off its island 
shores. Kati Hamza goes on a journey 
back through time. 


“i BY 1940 most of Europe was on its 
ae «knees and paying homage to a 
fe short former house painter with a 
| small black moustache called 
= Hitler. The German invasion of 
m™ France had forced Britain back 
We across the Channel in an undig- 
 nified scramble and the Luftwaffe 
} gambled that a short sharp shock 
= would win them England too. 
a => History proved them wrong. The 
bin aaaaiGn is, would the outcome have been the 
same if the battle had been fought differently, if the 
campaigns had been organised by other officers or if 
somebody else had flown the planes? 
_ Miraculously, here's a game which gives you the 
chance to find out. Their Finest Hour places you in 
charge of one of eight RAF or Luftwaffe planes, 
presses the original mission ordersin your hand and 
sends you off to fight the Jerry or the Hun. And for 
those who get a kick out of delegation there's even 
the opportunity to design your own operations, 
organise the whole campaign from scratch and 
watch what happens next. 


Their Finest Hour has several annoying 

drawbacks: the 3D is slow and jerky, 

there's a tad too much disk accessing, the 

controls are on the sluggish side and 
unless you have 1Mbyou miss out onthe sound. This 
doesn'tcripple the gameplay but it does mean thatin 
comparison with the technical wizardry of some of 
the big cheese flight simulations — such as Falcon, 
F-29, and F-19 — this Battle Of Britain rates second 
best. It does, however, offer something that the 
others don't — short, tense action-packed missions, 
eight completely different types of plane, a mission 
construction set and the chance to rewrite history by 
commanding the battle yourself. The rudimentary 
cockpit, atmosphericin-depth manual, and relatively 
swift in-out missions manage to capture a real sense 
of historical authenticity — especially as all the 
missions you fly are actually based on fact. For 
committed top guns all that won't compensate for 
the technical shortcomings — but for flight 
simulation beginners and Spitfire enthusiasts it's 
worth taking out on a test-flight. 


PC pilots can go out and practice 
dive-bombing right now for a training fee 
of 29.99. The gameplay is essentially the 
same though its speed varies according to 
the capabilities of your PC. If your PC isn't fast your 
mission won't be either. 





Promising much the same graphics and 
| gameplay as the Amiga version, your 
Finest Hour on the ST is imminent. To get 
the best out of the battle, you need 29.99 by 
the end of June. 
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THE MORE sophisticated planes have room 
for more crew — frear-gunners, side- 
gunners, nose gunners and, as inthis case, a 
bombadier. You can save crew and pilots to 
disk and re-use them at a later date (auto 
experienced crews tend to make fewer 
érrors) or simply make do with the bunch you 
were assigned. 





SURFACE targets are wouslly heavily 
defended in the air — if you survive long 
enough to drop your bombs, there's no 
guarantee that you make it back. Possible 
tactics include dive bombing — plunging 
straight down to the target before releasing 
your bombs with deathly accuracy — or 
keeping low to avoid radar and enemy air 
defence. 


WHETHER you survive, ditch, eject, get 
rescued or become a Prisoner Of War, the 
rogram assesses how well youdid. All pilots 
and flight crews involved have their combat 
records updated and if youexcel yourselfyou 
can sicial over a o Vinterts or een wise 


at Incomplete information meant that the Germans mixed up targets and 

> heavily overestimated British losses. $l 3 | Titles marked * are not yet available and will be sent on day of release. 
: As a result of these shortcomings and Goering’s erratic strategies — he Please send Cheque/PO/Access/Visa No. and expiry date to: 

MU continuously altered his plans — the Luftwaffe failed to achieve its original Dept THO Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, 


~ARELESS TALK COSTS LIVES 


NEVER IN THE FIELD OF HUMAN 
CONFLICT... 


THE OUTCOME of the Battle Of Britain was a crucial episode in the Second 
World War. If the Luftwaffe had succeeded in wiping out British Fighter 
Command, there would have been little to halt the German invasion of 
Britain. 

Right from the start the British forces were at a disadvantage. The 
Germans had more planes and combat in the Spanish Civil War had made 
them more experienced. Meanwhile, the British failure to make any visible 
impression on the Luftwaffe during the retreat from Dunkirk in May 1940, 
meant that RAF morale was very low. 

The Germans spent June and July drawing British aircraft into battle over 
the Channel but Adiertag, August 13th, marked the commencement of the 
official battle and Germany's biggest offensive yet. Hermann Goering, the 
Luftwaffe’s commander, estimated it wouldtake aboutfour daysto rubevery 
British fighter out of the sky. After that, the coast would be clear for the official 
invasion, codenamed Operation Sealion, to take place. 

He was wrong. The battle raged for several months with heavy losses on 
both sides. Throughout it was hindered by problems of intelligence, bad 
planning and muddled communications. British Fighter Command had the 
advantage of radar but that didn't prevent the forces on the ground shooting 
down the occasional friendly plane or bailed-out pilot by mistake. 





objective. On September 15th, Goering launched two huge formations 
against London. They were intercepted by 170 Spitfires and Hurricanes and 
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Sega Megadrive 
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in the ensuing battle the Germans lost 56 aircraft, the British 27. On 
September 17th, British intelligence intercepted a secret German signal 
ordering that Operation Sealion be indefinitely shelved. Hitler was turning 
his attentions to Russia and though bombing and air attacks continued, 
invasion was no longer a threat. 

lt was victory at a very high cost. To secure the safety of the nation, 
countless pilots and civilians had given their lives. Never inthe field of human 
conflict was so much owed by so many to so few. 


P&P inc. UK on orders over £5. Less than £5 and Europe add £1 per item. 
Elsewhere please add £2 per item for Airmail. 
These offers are available mail order only. 
Tel orders: 0268-590766 
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WHAT'S THIS? A magazine within a magazine? 






Well, almost. 


It's the second installment of a never-ending 
partwork. A partwork of the most comprehensive 
gameplay guides yet seen. Everything you need to 
know about... well, everything to do with 16-bit 
games really. We cant guarantee to cover every 
16-bit game in the whole world ever, but as 
momentum is gathered over the coming months you 
can be sure we will try (!). 


Some guides ‘happen’ in one month, others are 
spread over two, three or even four months 
depending on their size and how much (of the game) 
is to be given away. For example, this month the 
‘solutions’ to levels five to eight of US Gold's Crack 
Down are provided — last month we gave away the 
first four levels (complete with Guards), while next 
month we take you through the last eight levels, 
along with the cheat modes. This gives you enough 
time to play for yourself. And of course if you get 
stuck, you know help isn’t far off. 


With the ball rolling this month, four guides are 
featured. And there are more to come — of games 
both old and new. So dig out those ageing classics 
that you never quite completed. The One will show 

you the way. 


Should you find that, when a guide is complete, you 
have something extra to add, don't hesitate to write. 
The beauty of this system is its flexibility - addenda 

can be added at any stage. 


Also, if you have any suggestions for future guides — 
or you have any complete solutions (including maps 
where appropriate) — don't hesitate to send them to 

us. Anyone who provides sufficient useful material 
will be suitably rewarded with software of their 
choice. 


ASSEMBLY INSTRUCTIONS 


Putting a guide together couldn't be simpler (well, itcould 
have been last month if we'd had some diagrams). 

i) Remove the centre section. 

ii) Splice the pages down the middle (some, like the Grack 
Down maps, are fold-outs so a cut is not necessary). 





iii) Assemble the parts in numerical order. You may wish 
to wait until you have all necessary sections of a 
multi-part guide before you put it together. 


THIS MONTH 


CRACK DOWN 


US Gold 
Part Two 


FEATURES 


The Remaining Guards 


Mans Of Levels Five, Six, 
Seven & Eight With Tips 


HAMMERHST 


Activision 
Part One 


FEATURES 


All Level One's Adversaries 
Level One Map & Tips 


E-MOTION 
US Gold 
Part One 


FEATURES 
General Tips 
The First 20 Screens 


ZANY GOLF 
Hectronic Arts 
Part One 


FEATURES 
General Tips 
Courses One To Five With Tips 





SOMING SOON 
CASTLE MASTER (Domark) 
INFESTATION (Pysgnosis) 
WARHEAD (Motion Picture House) 
ESCAPE FROM THE PLANET OF THE 


ROBOT MONSTERS (Domark) 
AND MORE! 


PEC e 
Special binders will be on sale through these pages in 
due course, but for the time-being, pop into your local 
stationers and buy some of those two-part metal 
fasteners. We also recommend you purchase a box of 
sticky ring reinforcements from your local stationers and 
plop one on each hole (don't forget to punch them out 
first). 

lf you don't already own a hole-punch, you can either 
buy one (inexpensive really) or create your own holes by 
using a sharp point (eg: a pencil). But make sure a) you 
put some Plasticene beneath the ‘hole zone’, and b) you 
have an adult to help you. 
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ANCO SOFTWARE, UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, DARTFORD, KENT 





BLISTERING PACE — 
PIXEL PERFECT 
PASSING — SUPERB 
TACTICAL GAME 
PLAY 


KICK OFF 2 greatly enhances 
the game play of KICK OFF, 
winner of THE GAME OF THE 
YEAR award in U.K. and 
similar awards right across 
Europe. Ahost of new features 
have been added to the ones 
that enthralled the players the 
world over. 

Full size multi directional 
scrolling pitch with the players, 
markings etc. in correct 
proportion. 

1 to 4 players (Amiga & ST only %® 
option. 

2 players TEAM option against the 
computer or 2 other players. 
Hundreds of players, each witha 
unique combination of attributes 
(Stamina-Pace etc.) and skills 
(Passing, Shooting and Tackling etc.) 
Instinctive Kick Off joystick controls to dribble, pé 
shoot, head or chip a ball and do sliding tackles or 
scissor kicks. 

After Touch controls to bend or dip the ball. 


4 
4g 


as Be eee sri mt a 
Set Piece Free kicks including dummies to chip game or EO 
the ball or bend the ball round a defensive wall. ees ee 
9 types of corner kicks with full control of shot cciktaniand sures oceaiethe ates ; 
power. Long and short Throw In. whichis arealfuntoplay. We: 
Team selection from a squad of 16 with substitution game a 





League and Cup competitions with extra time, cesteant for events tke World ie F apogee: 
injury time and sudden death penalty shoot out. rssh soning 4 as 
Facility to view, edit and save the action replays Ress ase on Ma sbimachines ae 

and create Golden Shots disc. ie amy Ek namie a at 

AMIGA & ST £19.95 


IBM (AT & XT Turbo - CGA, EGA & VGA) £24.95 
CBM 64 — SPECTRUM — AMSTRAD £9.95/£14.95 
SAM COUPE — £10.99/£14.99 





TELEPHONE No: 0822 92513/92516 FAX No: Oa22 93422 
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PRICE £24.99 

OUT July4th — 
| ATARI ST 

PRICE £24.99 

OUT July 4th 


| THUNDERSTRIKE 


Millennium 


PRICE £79.99 
OUT Now 
GRAPHICS 86% 
SOUND 61% | # 
PLAYABILITY 85% | 
| VALUE 76% | 


OVERALL 


85% 





“You really 
do feel that 
you are 
taking part 
in a future 
sport — with 
aims more 
complex 
than simply 
blasting 
everything in 
sight — and 
not just 
playing 
another 
shoot ‘em 


up.” 
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THE MEGACORP Referees Committee has 
approved five ships foruseinthe Games. The 
StrikeHornet models (22 and 24) both suffer 


1 from slow top speed: the 22 has good 


acceleration and fair manoeuvrability, 
whereas the 24 has poor acceleration but 
unmatched handling. The Thunderfly range 
(10 and 25) both have excellent top speed 
performance, but suffer from poor accelera- 
tion (model 10) or slow turning speed (model 


| 25). The best bet is probably the Thunders- 


trike 18 — a good all-rounder. 





BLACK guidance tracks run around each 
arena and provide a convenient, swift 
method of automatic travel. Simply line up 
your craft with the track and pull yourself 
down into it. 


ALL VEHICLES are fitted with a standard 
energy shield to protect them from attacks 
by enemy drones. At set intervals the 
referees fire a variety of such drones into the 
arena from the generators: these are armed 
with the latest in sophisticated military 
hardware. The most annoying are the 
Saboteurs who home in on yourinstallations. 
The most deadly are the Mutants (Saboteurs 
who have successfully deactivated one of 
your bases), but these only appear frequently 
on later levels. 





















ONE LAST smile for the cameras before 
launching might not get you extra viewing 
figures, but it gives everyone watchinga face 
to match the name. 


rike 


ee 





THE OBJECT of the game is to defend your 
ground installations and incapacitate all the 
drone generators and enemy drones in each 
round. The generators are easily dispatched 
with a few shots, but flying over an active one 
drains your shield. Lose all your home bases 
and MegaCorp terminates your contract. 









SOMETIMES when a pilot destroys a drone a 
pick-up pod appears: installation is 
automatic once collected. There are five 
types of pod: Defence (spins around your 
craft to deflect enemy fire), Twin (dual shot), 
Power (shots turn red and each represents 
five yellow shots), Shield (replenishes the 
level by one quarter) and Turbo (four units of 
five-second turbo boost). 





IT'S ALWAYS wise to keep an eye onthe map, 
since it reveals the location of enemy bases 
and gives details about the current terrain 
and track layout. 


Gordon Houghton takes a time tunnel 
trip to the 23rd Century to do battle in 
Millennium’s future sport. 

BY 2238 people have got bored of the World Cup and 
Rollerball: only death-or-glory combat sports are 
entertaining enough to attract mass TV audiences. 
The annual Ground Defence Games is the market 
leader, inviting pilots from all over the galaxy to 
survive lethal combat in a variety of hostile arenas 
especially designed for the contest. 

The basic aim is to defend your own base and 
destroy enemy drone generators, but the action 
doesn’t end there: the pilot must attain good hit and 
defence rates as well as playing an exciting game in 
order to maintain his television ratings. Once the 
round is cleared, a victory roll keeps the crowd 
happy. 

Between rounds pilots have their performance 
assessed: a good hit rate (efficient use of 
ammunition) results in the craft being upgraded. A 
poor defence rate (under 100%) results in down- 
grading. A pilot who clears all five arenas (that's 50 
rounds) is awarded the supreme accolade: Defender 
Of The Ground. 

You might think that Thunderstrike is 

| simply a 3D version of Defender, but what 
makes it so different is its presentation. 
The most noticeable aspect is the 
impressive non-standard 3D display. It isn't a 
behind-the-ship or in-the-cockpit viewpoint — the 
craft is viewed from a mobile camera which 
occasionally finds it hard to keep up with you, 
especially over rough terrain. Then there's a choice 
of five very different vehicles, six kinds of intelligent 
alien, bonus pods and — above all — the TV ratings 
system. You really do feel that you are taking partina 
future sport — with aims more complex than simply 
blasting everything in sight — and not just playing 
another shoot ‘em up. The amount you please the © 
audience acts both as a measure of your own ease 
with craft handling (the ratings increase according to 
your entertainment value) and as a means of 
upgrading the vehicle. The action side is particularly 
well implemented: excellent use of VGA creates a 
convincing impression of a artificially-generated 
terrain, and there's enough variety and stomach- 
churning, frantic action to keep any shoot ‘em up 
addict happy. The price isa bit steep for a five-terrain, 
50-level environment — but it's a unique concept 
which deservesto do well. If yourPC has the powerto 
run the landscape at high speed, you won't find a 
more addictive shoot ‘em up available. 
The Amiga version should feature similar 
music and sound effects, but won't 
incorporate the keyboard option sported 
by the PC. 
Like the Amiga version, ST Thunderstrike 
is out at the same time and price. Again, 
there's no keyboard option. No major 
differences in gameplay are planned, and 
the speed should be guaranteed. 
SUCCESS isn't just 5. eos 
a question of 
ratings: true 
Defenders Of The 
Ground who com- 
plete an entire arena 
are rewarded with 


some metal for the 
mantlepiece. 
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IMAGINE a place where the law of inertia rules. A place 
inhabited by nothing but spherical cells, abstract obstacles... And 
a lone ship. In this shapeless universe, trouble is brewing. The 
cells are slowly but surely becoming unstable, and before long 
they will explode, taking everything else with it. 


Welcome to the weird and wonderful world of E-Motion. 


The Assembly Line is the development team responsible for this 
form of atomic snooker. The idea came from John Dale, who 
was inspired by Atari Games’ coin-op classic Asteroids — 
primarily the rotate and thrust mode of control. But the team was 
determined to produce something other than yet another clone, 
which is why instead of shooting things, you push them together 
— Opposing colours creating pods which grow into balls. “That's 
an idea from Williams’ Joust,” John reveals. “When you kill a 
bird it drops an egg. If you don’t get the egg it hatches out into 
another bird.” 


The unique visual style was more a result of necessity than an 
ideal, though a desirable effect was achieved. None of the team 
specialises in art, so the spheres, barriers and so on were 
generated on an Acorn Archimedes. 


The labour was divided fairly and squarely between John and 
programmer Adrian Stephens. It took a month to produce a 
working version from conception, and then about eight months of 
tweaking and polishing. Understandably, working so closely on 
the project means that Adrian's become proficient at playing it — 
he can do all 50 levels in about 15 minutes! 








SOME TIPS 


A FEW handy pointers to see you on your way... 


@ FOR aslightly easier ride, set the Rotation Speed on the opening 
options menu to SLOW. 


® DON'T waste time turning through 180 
degrees. Use the flip facility instead. 
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@ WHY fight your way across the screen when you can make use of 
the wrap-around effect? Some levels deliberately make it difficult to 


get across the centre of the screen, so you have to go off the edge 
instead. 


@ FOR maximum impact with a ball, deflect the ship off the barriers. 


@ WHEN pushing a ball into a barrier it can be all too easy to 
accidentally perform a repeat collision. Flippi ng through 180 degrees 
and thrusting away from the ball stops it bouncing back into you and 
spoiling the effect of the manoeuvre. 


@ THE WAY that the elastic reforms when a ball goes off the edge of 
the screen can be used to good effect — it catapults the balls together. 
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STRATEGIES =a | 


THERE are many ways to complete each level, but on the pages which follow we have provided the 
optimum ‘routes’ to success (including the order in which to collect the pods on the bonus screens). The 
screens are as large as possible to minimise any possible confusion and maximise ease of reference. 





1 


er | SOMME 
Hobo | | 


NOILOWS 





NOILOWS 





EMOTION | ze EMOTION 









“Noy pe) a) yen] “eueDe 
oY) OYUO SHEN SpeAae 87 
LHEWS TaAaT 


jaayeGoq ynd Apuny PUe weg UY 
JeySIN YEU 61 Bu SE LUI UIT 
oy Au) 1,uog "urd uy uo sGueg 
SaSE] BU] pO BUO BI JeyOr BL) 


4 peads 


Wo quips icteric gach wells id wines setae 
aA WAI 


"J0] JNO yoo 0} SaUO ey) aue asay, ‘sebeys 


OO ome JAVE| BU) UO SLUG) JUBIBYIP Ul Jeadde sjanay INO) ySuy 
L SJUIOd HH ay) uo punoy suoyesaueb Buronpoid-guywn SHL 
HaNOr SHL 


Su0.LVYNGS 


“Sey 
SACO MLN Ln) pC VL LMA HI 
ag Ajo UES a4 veqyGy eGuesys 
BS! WUD) Pug Je | We) yy 


£ peeds 


uodee Aa, 
AoAnnoo are aan 

™ “ . i BUIo” WH 
JUAN ON? Had00H1 NVeHn 





E 
eyoorEg uodre yy, 
DOE AS 
= S}uUIOg HH 
LUNN ONZ Had00H1 
ABSATILLEY AAWSH 


E 

UNE eU)YseKY uodeam 

oo an02g 
S]ulOd WH 

Nn ONZ H3dO0H1 WHOLS 


“hang 
SI YOM WED MOA MOR “Opes OLy 


|| "asEo jeisacdds 2S UPUE Bu 


F peeds 
SULLY 5} NCH ee 
OE sinined 1 
E S)UlOd WH 

TNHONVA 


“* WOILIM 
BS f f f f ( f 0} paeu NOA sje) ay) ave auay Os ‘YyYBnouy sO) NO |g GO] MOY SI SIU] ‘ayeqobeu 0) saperysqo Be 
YojeM 0} S808] MAU MA] B GUE BAY] “SSA JeyE] ay) sNou@Guep Bwos sNjeay sjera| JOje| ASSHL 
uo seaddea, sjanqy UNO] ySuy ayy jNoYyBnoy) seadde 
it BAT yey) puensdy yo sadAy juavayip jyGie ay) 4O JWOS 


NOWOWS ) ¥ 401900 40 SOUVNS IHL 








10 EMOTION 


LEVEL 14 


PU UU UY 


AUER EEE Pe 








obi ba ok a 


ee sone = 5 
wv pve aagPe IP 
j f 


cess — fp a bh Bt al 


Tr 
a 


: 
1 
i 
e 
5 
=| 
4 

i 

4 





m 
Sega's System 24 arcade original. It's a 68000-based affair 
complete with specialist features aplenty, such as hardware 
scrolling, dedicated sprite handling and object scaling, and stereo 
FM digital sound. There are more bells and whistles than the 
16.30 from Paddington. It weighs pretty much the same, too! 
Most of this bulk comes from the over-sized monitor, which can 
be viewed face on by two people simultaneously. Understan- 
dably, memory is in abundance, however there is one unusual 
difference from most other arcade machines — the best part of 
the game is loaded from a special hard disk drive inside the 
cabinet. Obviously the home systems can't compete with this 
technology, so converting Crack Down was very much a case of 
cramming a gallon into a pint pot. The crew who undertook this 
awesome task was Arc Developments, comprising artist Paul 
Walker and programmers Chris Coupe (Amiga), Tim Round 
(Atari ST), and Richard Underhill and Stuart Middleton (IBM PC 
and compatibles). The primary consideration was accurately 
reproducing the gameplay. This meant that something had to go 
— and it did. The opening sequence's animation and the short 
animated intermission sequences seen in the arcade original 
were discarded to make room, but otherwise little was lost in 
translation. The sheer weight of sprites caused problems, mainly 
the 3-5000 frames of animation. So too did the two-player 
aspect, with simultaneous multi-directional scrolling windows 
through which the playfield is viewed, and enemy intelligence 
and interaction with the background. The guards can't see or 
shoot through wall, and the characters squash up to walls, fall 
down holes, and walk through open doors (but obviously not 
closed). But perhaps the most awkward aspect of all was 
converting the graphics. The arcade machine has no pause 
mode and one couldn't be fitted, so Paul Walker was force to 
sketch on DeluxePaint Ill straight from the screen. The only aid 
Sega provided was a selection of black and white sheets of 
character animation. Still, you wouldn't quess frorh the end 
result. 
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10 CRACK DOWN 





SEVEN 


THE ROOF 


_ wdokers 
Hi-Throwers 


SPECIAL 
TACTICS 


@Do not go too 
close to the holes or 
the edge of the roof 
aS YOu are liable to 
fall to your death. 





@This level provides 
a good opportunity 
to r-arm. Collect all 
the ammunition then 
wait for Time Out 
before collecting 
Some More. 
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Security Guards 1 
Security Guards 2 
Security Guards 3 
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Electronic Arts 
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PAR 2 


A SIMPLE arrangement to get the ball rolling. Try to get the 
: ball in the windmill’s hole on the first stroke. The easiest 
ye EE A ge F way to do this is to place the ball on the lowers! ta are ait 
a elie Seipertys \ ' =H for the hole with maximum strength. Success is rewarded 
ere oe ek oe J [ not only with an extra stroke but the placement of the bail 
in an advantageous position for a second, and hopetully 
final, stroke, 


4 7ANY GOLF 
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YOU MAY have played on some strange golf courses in your 
time, but never any as zany as this... 10 of the most bizarre 
Crazy Golf holes ever seen. 


Zany Golf successfully combines the more traditional craziness 
of those seaside Crazy Golf courses with Pool-room skills and 
some more computer-relevant inspirations reminiscent of Atari 

Games' classic Marble Madness. 


Getting the ball in the hole using as few strokes as possible is 
not easy, that’s for sure, what with the many awkward obstacles 
to negotiate. And if you are to make it to the Mystery Hole on the 
10th, you need all the help you can get... 


ae PL 





THE BONUS FAIRY 


she appears at random — hit her and she awards 
you with anything from two to five extra strokes. 


COMPLETE the course within a given time limit... 

The time bonus is. not always worth the effort. 

Assess whether it's worth rushing the course and 

using up valuable strokes in the process against 

a your time and making up the strokes on later 
les. 








THE BALL doesn’t have to be spot-on over the hole 
to go in. So long as it's on target and the strength of 
shot isn't too great, the ball will sink. 

REMEMBER you can change the position of the 
ball at tee-off. If you don't like it, move it! 
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THE HOLE STORY 


THE COMPLETE ‘maps’ for the 10 courses are 
provided on the pages which follow. This box 
represents the amount of map the player can 
expect to see on-screen. 
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PLACE the ball on the middle tee and 
aim directly down the course with full 
power. When the ball reaches the 
second entrance, move the mouse in a 
circular motion to activate the fans. This 
should blow the ball down to the lower 
level and right around to the hole. 
Despite the many twists and turns on the 
course, it ls possible to get a hole in one. 








HOLE FOUR 

PAR 3 

HIS ONE'S tricky! Aim directly up the 
table and release the ball with maximum 
strength. Concentrate on knocking down 
the two targets towards the bottom of 
the table - they have to be removed 
before the ball can enter the ‘exit’ hole at 
the top left of the table. Get the ball back 
up the table and leave the bumpers to 
flip the ball into the hole. With the ball 
through the ‘exit’, a bonus stroke is 
given and the ball falls down towards the 
hole. Sometimes the ball gets hidden by 
the objects on the green. If this is the 
case, locate the ball with a press of the 
spacebar. Now all you have to do is sink 
the ball to finish, 

WARRING! Do not click the buttons 

too quickly when on the table! This may 
cause a nudge and result in the ball 
being deposited at the other and of the 
lade, leaving you to waste valuable 
strokes negotiating the Electronic Arts 
logo obstacles on the green. 
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IN THE post—holocaust society of the 22nd century the 
privileged minority no longer perform mundane tasks. In fact they 
don't even physically exist. With their consciousnesses stored in 
a huge computer, semi—solid futuristic holographic 
representations form the elite, leaving mechanised servants to do 
: the dirty work. 

The role of ‘God’ is played by a corporation known as 
Centro—Holografix. Unfortunately it's run by a corrupt core 
known only as The Masters, who use modified holograms to 
perform evil deeds. The world is their oyster. 

But there's a pearl in the shell. A malfunction has caused two 
holographic identities to merge — Hammerfist and Metalisis are 
now as one. Released from their controlling influence, the duo 
are out to destroy The Masters and separate themselves into 
solid people. 

But the odds are stacked against them. The Masters’ minions 
realise the pair's intent and will do anything to stop them. This 
ain't gonna be no picnic... 





THE MASTERS MINIONS 


MEET THE CHARACTERS 
HAMMERFST 


SO-CALLED because he has a 
semi—mechanical arm as the result of a prior 
conflict. This special appendage is capable of 
receiving different attachments, but only two are 
used here. Both require constant fueling with the 
appropriate energy. Despite being strong, 
Hammertist is slow and not very athletic. 














THIS lightweight lady isn'tas hard as her balding FLICFLAC 


buddy, but she's far more athletic. a we nnastis 


Height 6&2 KICK inf 
Weight 140108 The former kick—boxer from ledge te leauge 
HEADBLUTT has a kick to match Hit Points 15 
Only usefulfordestroying Hammerfist's powerful 

the scenery. punch. 

Hit Points wa  HitPoints 1 





HAMMERFIST a 
6° 
Weight 300Ibs 
HEADBUTT 


Only useful for destroying 
the scenery. 

HitPoints Ma 
PUNCH 

The former boxing 
champion packs a 
powerful one. Useful for 
close—quarter combat. 
Hit Points 1 


PISTONFIST 

Vibrates at great speed 
and is used not only for 
rapid destruction of 
barriers but also 
opponents. 

Hit Points 4 
LASER 

Packs a punch over 
distances. The beams 
bounce off the 
background scenery. 

Hit Points 1 








THERE ARE many different types, some robotic and others aquatic. Each has different strengths and 
behaviour. The Hit Points, Quantity and Collectable dropped vary from screen to screen, which is why 
the respective details are provided with the map. Obviou sly those in limited numbers don't come back 


once removed. 






FLYING DROS FLICKER BEADY 


He moves diagonally in Moves diagonally in the 
the air. His claw is not air but doesn't represent 
dangerous. much of a threat. 





DISCHARGE 

Also moves diagonally in 
the air. The electrical 
charge he emits is 
harmless. 
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en compacting re ean enab ie upto 3 ree Lo 
fiton one disk. Unique FDOS power means that the pro 
grams reload at upto 4 TIMES FASTER than Amiga Dos - 
even Pe ESA: of the cartridge. 

@ UNIQUE INFINITE LIFE/TRAINEI OD!) 

rn Semen io elonc ito tile) ae and ata rene ne -o 

fuel, ammo etc. Perfect as a trainer mode to get you 
past that "impossible" level. Very easy to use. 

@ SPRITE EDITOR 

The full sprite editor allows you to view/modily the 

whole adn aL ait any ‘attached’ sprites. 

= VIRUS DETECTION 

erties - nsive virus detection and removal features to 
Pee Ce MUON mee) PALU Tae b eho t ele OL - Vyas 


eee ete ae Use lee 
PL i ie BS ia,/ AC , ta t =e)! ! My £ asf | J t l 


MORE FEATURE THAN YOU COUL 
| Full M68000 pean Tiree 5 
Jump to specific address Show Kam as text 
Show and edit all CPU registers and flags 


. agehe memory as HEX, ASCII, Assembler, Decimal 


aio 


MBER AT 


i’ ALL TIMES YOU ARE INT! 





WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECIEVING THE BENEFIT 





Copper Assemble / Disassemble. 





THE WORLD'S 
MOST POWERFUL 
FREEZER-UTILITY 
CARTRIDGE IS HERE 


<u Lace aa Lal mousemat avatemnpreneng = onetime a ONE 


Le Let 


1 Te Utes al a q a ro NW | \ le = 1K 7 i ; i | | at = 4 
Dra an HOS can ee saved to disk. Files 
are [FF format suitable for use with all the major graphic 
and musie packages. 


| 1 F. i MOTION MODI 
Now you can slow down the action to your own pace. Easily 
adjustable from full speed to 20% speed. Ideal to help you 
ReTROe tee ee te Qa rcred 


Simply press a key and the program will continue where 
you left off. 

) FULL STATUS REPORTING 
At the press of a key now you can view the machine status. 
Including Fast Ram,Chip Ram, Ramdisk,Drive status,etc. 
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R NEED. ot rsd mics SOME: 

Full screen editor 
Show Frozen picture 
Calculator 
Unique Cutom Chip Editor allows you to see and modify all chip registers-even write only registers 
Disk handling - show actual track, Disk Syne pattern Etc. 


Load /Save block Write string to Memory 
Play resident sample 

Help command Ulett em (eclell as 
Notepad 
Dynamic Breakpoint handling 


TrHE PROGRAM IN I 





iGGER OR JUST THE INQUISA 


. CREDIT CARD ORDERS ONLY 


S OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS 


ORDERS NORMALLY DESPATCHED WITHIN 48H 
ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TU 





TECHNICAL/CUSTOMER SEAVICE 0762 744324 










REVIEW 
| FALCON 


THE MISSION DISKS; 
VOLUME & 


| Spectrum 
HoloByte And 
Mirrorsoft 


| ATARI ST 
PRICE 
OUT 













£19.99 
August 
GRAPHICS 88% 
| SOUND BA% 
| PLAYABILITY 89% 
VALUE 81% 


‘OVERALL 
88% 


PRICE 
OUT 


IBM PC AND 
| COMPATIBLES 
N/A 



















£19.99 
August 












| FORGET MiGs that just stick to defending 





2th ets 


their own supply lines. In this game the 
enemy is out to attack, not just defend. 
Mission 12 culminates in an all-out, do or die 
MiG27 attack on your home base but at any 
time you can find yourself face to face with up 


| to five hostile planes at once — not just MiGs 


and Hinds but for the first time ever, 
helicopters as well. 


The Mission Disks: 
Volume 2 





“Mission 
Disk 2 Is 
more than 
just another 
set of 12 
gung ho 
experiences 
to notch up 
— it endows 
Falcon with 
a whole new 
flying 
dimension.” 


THE HEART of the matter. The more tanks 
and trucks you manage to protect, the 
stronger your army becomes. Let them get 
shot and your whole campaign's a loss. 


Sy 









cio OT 
MUCH of the original weapon selection — 
Durandal, Maverick and Sidewinder ~- 
remains but there are two strategically 
important changes: Beyond Visual Range 
and Radar Seeking missiles. These extra bits 
of kit are designed to pick off the enemy long 
before they reach you. Use them correctly 
and they should provide you with a bit of 
added breathing space. 
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; Lena ey a bY 
INTERNAL and external views remain much 
as they were in Falcon, 50 you can watch the 
action from practically every conceivable 
angle, including straight out of the back of 
your head. There's just one addition — a 
moving track view of your plane in flight. 








” ARSSIONS 





«ARMAMENT 
MISSIONS are a mixture of offensive and 
defensive action: anything from exploding 
pontoon bridges and supply convoys to 
intercepting attacking MiGs and Hinds. They 
can be attempted in any order but as the 
outcome of one mission may affect your 
chances in the next, it's best to stick to the 
order supplied. Select the new extra aircraft 
option for added difficulty: the enemy 
automatically sends out a second set of 
aircraft. 
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“JULY 1990 


To Falcon, a son: Mirrorsoft’s Mission 
Disk 2. Assisting midwife: Kati Hamza. 


FALCON is widely regarded as the definitive F-16 
flight simulation, with more awards under its belt 
than most F-16 pilots have had hot dinners. It’s also 
essentially an offensive game and like Mission Disk 
1, concentrates heavily on air-to-ground missions. 

Mission Disk 2 gives you a much larger objective: 
maintaining ground superiority on the battlefield. 
Two directives are imperative in achieving this: 
bombing supply lines in enemy territory and 
defending your own bases against attacking MiGs. 

And that means zooming through the sky at Mach 
2, your finger on the trigger and your eyes glued onto 
the HUDs, keeping the enemy at bay, defending your 
own quadrants and performing 12 separate 
bombing missions in a row. It's not easy — but then 
it's not meant to be. 






COMPLETING all 12 missions successtully is no guarantee that you 
win. You only get a slap on the back and the medal of honour if you 
achieve the ground superiority you set out to do — and that's 
regardiess of whether you carry out all the missions or not. 

Mission Disk 2is morethan just another set 
of 12 gung ho experiences to notch up — it 
endows Falcon with a whole new flying 

dimension. The secret is the two- 

old objective. Having to concentrate on defence as 
well as attack means that adopting an overall 
strategy is far more effective than simply rushing out 
and bombing the enemy. The new Beyond Visual 
Range weapons give far more choice as to how your 






| tactics are arranged. Not only is this a more realistic 
| simulation of a war situation — it also provides that 


extra bit of depth. Whether you play for action (the 
missions) or for the overall strategy (the medal) is 
purely a matter of personal choice. Falcon's second 
son looks impressive, sounds pretty much likeitsdad 
and flies like a dream. Meaty fodder for serious 
Falcon followers. 

MS-DOS Falcon is very much the direct 
concern of Spectrum HoloByte inthe USA. 
So far it hasn't used the Mission Disk 
approach, concentrating instead on pro- 
ducing updated versions of the original game. 
Version 3.0 is rumoured to be coming out later this 





| year with something akin to a mission disk featuring 


F18s bolted on to the main game. Watch out for 
imports. 
Amiga mission disks are reaching the last 
stages of production at this very moment 
and should be raring to go by August. 
Cosmetically, there's nothing to distin- 
guish it from what's seen here and what's come 


| before. 
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OFTWARE SEs 


Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 


ATAREST & AMIGA GAMES 


ee ie ne es ee ea AG 
ae Submarine Bi... ...6:. ssa. BLA non 
NTE PRM) asses ceca ven ALA | 
Adidas Gh'ship Football Maw) i 16.08 16 oa 
Aaa _........ 4 3.08 aa 
Al doge go bo Heaven inawi ALA : oa 


An Pee (Carte bre 
the Dear Aciet-cn} 
Archon Calection 
Balarce ol Power 10... 
Bangkok Firnagris (Spacial Otar| 
Barbarian (Paliaon...... — 
Barbarian (Psygnosia).................. 
Batman the Movie ........ 0s 
Battle Cheas : 
Battle of Austeriitz 
Battle of Britain (Mew) 








Battlaehigs ! 
Bayond tha inn Palace (Mew | Price) 6.68 6.00 
Bien Gammanca... cakes 6.99 6.00 
Black Tiger —............ ‘ 13.59 16.09 
Blood Miorsey | Seca! Ofer 0.54.... 5.90 
Blexteych + Onin Dise|Spec Cif) .....16.50....... 18.96) 
Blendeych Date Disc ae... 5.6 
Blue Arvgele [Mew cece eee 16.86........... AA 
Plprribeecer cooree VLE... be: | 
Arigige Player 2150 + AS... 18.86 
Buggy Boy (Maw Price...........--—--.-..-+ B.56.... 6.98 
Canal (Sipecial Otter) A A... 12.56 
Cagiain Glo ........ 6.98 
Gamer Comeand 16.89 
Catoon Capars..... LAD 
Caran Command 16.64 
Camstio AAgesiorr....... 16.54 
Goninjoid ‘Squares 1s 
Champions of Kr | 1h) ...... co BLA, 18.93 
Gheos Strikes Beack ; 16 oe.. HA 
Chaos Strikes Back Ediior,............... oSS...... ALA 
ee HU. Ses ccs 1ee.. Tk 
Chass Player 2180 .........0 te. 1h 
| Chrome 2 (Special Ofer) —........ 1690 1h. oa 
| (Somsel Kingdoms (Special ; o90 oo 
| Gokoradior (Mier . a 16a | 
DCMT UPIIS as nstersmcmcterstsretsstreeeereesanere 13.99........... Joe 
|) Caonllicts Eurceea (Special) . — Be. exsseeses 
) Sortinarital Conca —..,.......2-—cnsessereeee 1a = mrt) 
Crackdown ......... , wesc EBD 16.98 
Cyterball........ san . 13-06 18 
| CH sas ALA 16. 5 
| Daly Doutie Horse Racing 1.90 ADS 
Damoctrs 1699.__......... 16.98 
Cian Care % 1398... toe 
Dark Gaariury (NG) .c..c:eee—eceeeees 16.00... 1695 
Dalanders ol tha Cnown 
(Special Offar) ......—........ ; Si eiscel Gn eee eres aoe 
Dealancers of tha Earth ....... asic MN eee es 18 
Dalume Strip Pokor............—-........ pase BL a esissacis 138 
Demors Winter ............-—......... 16.90_........... 1K 58 
adage ananassae 4.06 48 
Double Gragon 2 veeees— 10.08 15a 
Dragons Breath 18.068 1S 98 
Dragon Force (1 Mg) 7 20.99 penne 
Dragons Lal PIO... 2 oO 
Crasher : 1S.0O_..........-. 15.98) 
Durgesn Masiar ......, sere 1B... SS 
Dungecn Mastor Editor... GBB Ga8 
Cynamic Ombugapar ...... 16.08 16.08 
Dynamite Gan (Speck! Offer)........ ALA a 
Cryter GY (ere) ae 13.00 13.99 
E-hingion VAP. 16.99 
Elesrank Peel a 354 
Elite ins 16/58............. 1608 
Emin Hughes international 
Socom (Mow) —...........—........ 16.69 16.08 
Empire Strites Back.. Sa lias 2.08 2.00 
Escape trom Sengh Caste ALA 20.00 
Eecape Aco Mangan. (Mew) 13.599....... 13.95 
F186 Germtu Pit oor PEER eee 16.99 
Fid Stealth (Mew . SALA... 18.08 
Fl Aataliator aaa vo EBB 16.88 
Faloan ’ prem eo: 18.80: 
Falcon Missa Disc ae + LOB... 13.06 
Readanaon cf Fra 
Tratars!New Pricm).. ae vee BR cic 8.00: 
Farrar Feemula ! . 16.69 16.00 
Frencksh Freddys Big Teg al Fun 1h 16,05 
Fire and Griestore (Mew) 16.99 AA 
Fine Grice | 1 Meg) 1h oe, 19.95: 
Feathall Dractar 2 cater ver DLE... 14.58 
Poeotialler of a Yoar2.......,.. ereny LB... 14.68 
Feothall Manager 2 
 (Espammepborn FW... se etereeenneeeeest 1a.ee.. 11.6% 
Ful Metal Planet .. ae vee 16,99 
Future Ware ........... on 16,99 
Gialany Fores (Spaced Ofer) ALA... .. 6.58 
Garson 1 or 2... ee 8. oo.. 6.60 
Gauniat 7 Seok ; Bo. 6.54 
Ghosts and Goblins | iNew). 1 a 
Ghouls and Ghoete 1h a 16.9 
Gin and Cohage ALA, ... . 1 
Goldner 1 are eerreee aoe 
Gravity. ai. ae we ES. 1S 
Grimblood | Mim)... .......0.00-—-eessesseee 4o8.. es) 
a cossces DEO 16h. 
Plermimerist .......... soiaraste soo TD 16.59 
Hianiball 2 ALA 16.54 
Pilar Dirhwiry (Sipeecial eter) ALA | 
Plgeney MATa! 1a jks 
Hanes Quest (Mag) BA, 2488 
Hillahar santa oe LES. - DEBS 
Hhobywreoed Provtoger PT ......c0cc0e—eeeesseees Ba 6.08 
Ge 1e.o9 TRS 
Hoorn Phasing... ccecssscsseene ALA 1h 
Hot Ad _............ atl te 16.59 
han Wartigrd (Mew!) pees seer 
WYN GR ALE Re : vere LS. PE 
Jiri ices est Crome ........ 190 ......., 16.88 


indana Jonas Actentune ... seeeeeeee BD 1 


Seeleapr cies ee eee era oecreeinese Take ALG 
H Gaerne Fram the Deneaet 
ft eh oS eee ALA... 1S 
lialy 1990 (heer) arviia (recommen ott ita 16.28 i TE 
Int, Ghaimpionshig 
Wares tira [PAB cece cee ncesceseneace ALA 16, oo 
| International Soocer ........ pattie ae ec 
PMI RAI cos ins ccmceeeersteect 13,80 16 oa 
Jack Mickiau Gel ....... 16.09 se 
Joan of Arc auans 6.90 .......... 658 
Kanste Kid 2 ; AMG... 66 
K. Dealgligh Scar Maoh... sees 13.08... 1G 
a — VEBOL ces 1 
Kick GH Eom Tha... ............ BBB. 6.30 
Kid Giowes en cctechies DBA ccc oop 
| « 14.8 1 
Laver Squad............. 139,99 1398 
Lasatetresck 5.04L.....,....._ 3. 
Latour Saat Lary > 16.88.......... 1858 
Leteurecisit Larry 
look for Lowa ............. ries 18.66 ‘ BLA 
Laisuresuit Lanny ...... : ALA 26.98 
Lomnitand FAC Pually . 1h. 1628 
The Lot Puatral........ pi 1 16.98 
Adgor Motion... =: - wd 
idan United........ TAGS... 16.98 
fetertic Miner ........ AA ieee 538 
| AAlaride Minera £5%..... 98 
Microgriee Sunoiee 16.53... 16.98 
HAY ria : 15. 59...... 19:99 
Musce Cars (Tasl drive 2 Add om —.....Aua,...... ASO 
New Zealand Story .- VSL... 1h 
Airga Sparit iiag coves DELS... 1689 
Beorth and Beauly... —— 0.20 seeeee-——eeeneeese 1688...... .. 18 
Opecaiion Thunderball ......... 00... tage... 16.88 
Qurrun = Piers. ee Ge... wo BG 
PMMTENCY ........6sece ences vaeas vas DOS, 13.08 
Pacman |New prid)....... bo 6.99 
Paul Gaagoine Super Goo  NELSG,,...—.... DE 
Pinkall Magic sa 1359....._..... 16.99 
Pirelaa ae eats tee... re 
Playar Manager... eee Toe... 288 
Prceupkeru ....0.s0ee , sciiealliaeimmamsscbeiters 1eo, 16,80 
Pau lous Mera viola 6 6.09 
i 16 aa .» PRBS 
Pro Terris (Pier 2a) 4.99 
Pre Terabe Tet een treeeet—en eee rset eee TELBe......... 16.86 
Projeciia (New) ............ t= 16.98.. vos DEBS 
ee 400. 4.99 
QGuaston of Soort (Speackal CH) .......... 6.00 604 
A-Type (Special Offer) 905 ALA 
Rainbow islaraia........... 13.58 16. 5o 
Aled Storm Pissireg 16.98 12.56: 
Aerassaice 13.98 Toe 
Rick Cuangercue 16.99... 12.66 | 
Ainge ol Medusa (Mew) 19.38... 1 BS 
Alig : Bh 19.98... 1S 
Flipbenap pie SETS 13.08. ........:. 16.66 
Secreta, WAI... 5.022 02-———eveseereees MP sca 4.66 
Shadiow of the Bast (New Price] ....... a te. oe 
Shadow Warrors (Maew).. 00.0.0... 13.00 ive 
Sharman Ma ___..............—ecesssssss 13.88 iE oe 
Gthinoiyl .........—......4:... 14.04 1a 
Shoot acy up 
Construction Rit...... 19,.90_........... 1 oe 
Sin City [Mew] on 1900... 1S 
Suen City Editor ae aga csccaietetesees nai ears 6 Ge 
bie sto ane mebecnscs} VEPs TE | 
| Space Aca. 5 a i 20,89 a 
Space Martie 2........... ; 13,99: i ] 
Space Ques! J_............ IMA weeesesses 26 95 
Space Pogue aod Flceecisee 1S.98 
Slarglier 2 (Special Crter....... OGL... oo 
Starwars Trilogy (Spec! Ofer] .. «AEB ee 12.98 
Stareare Trilegy.........—..-.....- . PAR 16.90 
Sirdar oe ow TR. 1 
Stu Car._.......... p= 16.9% 16.95 
Super Cars |Gremin) 13.95... 13.59 
Super hang an ... cree eee Ail 
Super Wonderboy 
| (Soeca! Cer) .... HALA... . 68 
| Sword of Aragon : oe 16.56 
TY Sports Basketball ALA see 1a 8 
| TY Sports Foottall | o-- 16.568 
| Tanglewend ; ee 286... odd BO 
Tannis Cup (Mew) aS . DAS... 16.06 
Tost Orive 2 _.......... ‘ sick ALA 16.8 
Thome Park Mysbery will 1h oe 1698 
Thundercats | Mew Price) . Bo.. AG 
Ture Soidiers (Mew) 1259..., .. 16.88 
Times of Lore | . 1688 
Teaver of Ebanks! Sat wsrees DEL... 16.88 
Tracksl Manager sed ei VEL. 13,08 
Treasure Istand Dizry .......... vies D,.. 4.09 
Trsasure Trap (Peer) ALA... .. 16.99 
Treble Champions (Mira) ...... 0... 1S... ...... 1008 
Turks Caer un vores WLEPS... . 1688 
Turricarn (Mew)... Ee wo A 13,99 
UMS (Soacial Crear) = ALA 6.99 
Uma & ~ os 19.98 
Uibimate Goll-Grig Norman 16a » 16.95 
The Uniguchables 1398. . 16.99 
RIT aon 1 rennemnst rendeesremeercen ite oe... woe POG 
War ini migidia Ewrthi.......... ape eal 1ag8.. Ne 
‘Wayne Gretzaky Hooker... 0.0.0... 1G, 16,00 
i ee BLA. 16.09 
Wp Ot ee eneeee ees sss OB 13, 
World Boxing Manager... || 13,98 
World Class Leaderboard 6.38 6.59) 
World Cup Sooner tala oo 15o 13,95 
World Cup Seater tala 90 
i a eee MLA ss 13.68 
Metaw b2 seseesereee 1 ve BS 
enon 2 Megablast 
(Special Offer} .........ccccesssaes 4.00 o.56 | 
Menomongph .... E 16FO, eee 16.56 
Menophobe ee eee 16.66 | 
orm (Mew | srerevierveee WD esc 16.66 





CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 








SIX TEEN BIT COMPILATIONS © 


* LIGHT FORCE * 
A-TYPE, |.K.+, VOYAGER & 


BATMAN THE CAPED CRUSADER | 


ST & AMIGA 16.99 


* GIANTS * 
GUANLET 2, ROLLING THUNDER, 
1943 & OUTRUN 
ST & AMIGA 19.99 


* AMERICAN DREAMS » 
HOSTAGES, BUBBLE GHOST AND 
SUPER SKI SIM 
ST & AMIGA 16.99 


*® ALL TIME FAVOURITES * 
1601 DRIVE, HEAN 19, DAMOCLES 
COURSES 142 AND HARDBALL 
ST & AMIGA 19.99 


* EDITION ONE. # 
DOUBLE DRAGON, XENON, 
GEMINI WINGS AND SILKWORM 
ST & AMIGA 16.99 


® WINNERS * 
THINDERBLADE, LED STORM, 
BLASTEROIDS & IMP MISSION 2 
ST & AMIGA 19.99 


_ # PRECIOUS METAL. 
CAPTAIN BLOOD, XENON, 
ARKANOID 2 (ST ONLY), SUPER 


HANG ON (AM ONLY), CRAZY CARS. 


ST16.99 AMIGA 16.99 


#® WORLD CUP COMPILATION 
SOCCER * 
KICK OFF, TRACKSUIT MAN. & INT 
ST & AMIGA 16.99 


® TRIAD VOL 3 * 
SPEEDBALL, BLOOD MONEY & 
ROCKET RANGER 
ST & AMIGA 19.99 


#* MAGNUM FOUR. * 

OP. WOLF, AFTERBURNER, DOUBLE 
DRAGON & BATMAN THE CAPED 
CRUSADER. 

ST & AMIGA 19.99 


* VOL 2. * 

IKARI WARRIORS, BUGGY BOY, 
BOMBJACK, SAPCE HAARIER, LIVE AND 
LET DIE, THUNDERCATS, BEYOND THE 

ICE PALACE AND BATTLESHIPS 

ST &AMIGA 16.99 


3.5" DOUBLE SIDED, DOUBLE DENSITY WITH LABELS 


1 





0.79 


10 6.99 
25 16.99 


MOUSE MATS 2.99 
ST & AG EXTENSION LEADS 5.99 
AMIGA 1/2 MEG EXPANSION + DUNGEON MASTER 69.00 


AMIGA 1/2 MEG + CLOCK + DUNGEON MASTER 


per tom. Non EEC countries add £2 
PAYING BY CHEQUE - _— ee to Software City. 
Poets vee i Date... 


79.00 


All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it 
to: SOFTWARE CITY, Unit 4, The BDC, 21 Temple Street, Wolverhampton. WV2 4AN. 


“EURGPHAN ORDERS 
MASTER CARAS 
EVAGCAAD ACCEPTED 








QUESTION OF SA0RT 
ST, AMIGA, Pt tla 
ONLY £199 


| ESCAPE FROM SINGES CASTLE 


MSIE PHOTON FAINT 7 


AREA, QL EET oa AMIGA ONLY fe AMIGA ORLY £1.98 
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DFE WEN 


r WORTH AND SOMTH 
ST OF AMIGA Dede 018 99 


| STOR AMIGA ONLY fas 
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Mu LIT 1a DON OUERDA is POPUL 16 99 be 5 
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een 155 AID ATE a LESSURE SLIT LARAY III 4 4 
ET] bh RAINBOW SLAM 1399 Me cone on | 
PERANIA Hs SPACE ACE a THE COLUANELS BEQUEST Ss nh 
Om AMNG PLAYER MAN ACER i ZENO || MEGABLAST 144 HERI Ge ma TIME + MAGIK 
#1 Oe sane Tha NI W ISLANDS 16-33 a-0UT 119 HIGH A UIEATOR va ee Bla OLY Gas 
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IT FROM DESERT (1a | ia MASLAC MASA 169 ROROCie 138 
PRO TENNIS TOUR 164 POPULOUS 1b TW SPORTS FOOTBALL is | ae 
SLIPER CARS 16 4 PLAYER MANA DER 17 56 DRAGONS LA m3 HH 
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What do you get when you cross acat,a 
moose and a sledgehammer with 
Electronic Arts? Kati Hamza hurls 
herself into the future to find out. 


THE FUTURE. A time when your descendants are 
roasting in tropical Clacton temperatures, making 
monthly payments to their cryogenic freezing plan 
and building theme parks in derelict nuclear power 
plants. As for the national sport, Projectyle — a form 
of soccer on jet-disks — is the biggest thing since 
irradiated bread. 

It's played by teams from all over the universe ona 
distinctive five-zone, cross-shaped pitch: there are 
league competitions, sudden death play-offs and 
one-off friendliesly Surfaces vary, teams have 
different skills an to eight players can participate 
(with three in an e game). The net result is the 
same: three sets of and furious action, plenty of 
goals anda game of thfee halves at the end of the day. 

| & eee: cs ee | [i IN ADDITION to The 
— Eldritch Cats, the 
default team, there 
are eight different 
clubs to choose 
from. Each has its 
own definitive style 
of play and a unique 
playing surface — 
anything from rub- 
bery jelly to ice. 
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Watch someone else play a game of 
Projectyle and it doesn't look like much 
more than a glorified version of air hockey 
with bells and whistles attached. It’s only 
when you play for yourself that you appreciate its 
sheer speed, excitement and subtlety. It takes no 
time at all to get the hang of it (it's fairly easy to win 
your first match if you choose the right team) yet 
there's plenty of scope for employing complex 
tactics later on. Design is the key. The Frantic Zone, 
different surfaces, player ability, collectables and 
computer intelligence (the opposition gangs up on 
you if you do too well) guarantee a different 
experience every time. Presentation is exceptionally 
slick throughout and matched by the quality of the 
graphics: optional replays, practice option, super—* 
smooth parallax scrolling (especially impressive on 
an ST) and animated pitch surfaces — there's even a 
choice of eight different introductory tunes. You'd be 
crazy to miss it. 


In terms of gameplay there isn't a cat's 
whisker of adifference betweenthe ST and 
Amiga versions. Sound-wise however, 
there's one variation — any of the eight 
tunes can be switched on to play during a match. 


Doom, gloom and general catastrophe for 
Projectyle-loving PC poppers — noversion 
| is planned at present. There is just a 

= glimmer of hope. If the ST and Amiga 
versions do well, Electronic Arts may consider 
converting. 
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OPTIONS are preset so that anyone can 
plunge straight into a solo game. Less 

hy-fingered joystick jugglers may preter 
to enter the options screen to specify a 
game's parameters. Almost everything can 
be altered here, trom specific on-screen 
animation which may slow the screen down a 
tad on less powerful machines, right through 
to authentic action replays and the training 
option. If you just want a solo practice, play 
on your own and switch off the computer 
intelligence: your opponents stand still and 
you have the whole pitch to yourself. 








COLLECTABLES come in two handy sizes. 
Triangles only affect the collector while 
squares affect the whole pitch. Effects 
include plus or minus slide factor, free kicks, 
Dosh, extra stamina and chip shots. 
Teleports are a one-way ticket to the Frantic 


SKILLFUL players have more chance of 
scoring in the Frantic Zone than anywhere 
else — it's also the one area where you're 
most likely to be scored against. Skill, speed 
and strength are useful abilities for any 
player stationed here. 


THERE'S more than one way to skin an 
Eldritch Cat. You can play a defensive game 
or opt for all-out aggression — it all depends 
on the relative skills of everyone else on the 
pitch. It pays to make use of the walls, hold 
back occasionally at bully off and exploit 
collectables to the full. Proud shooters can 
always watch their skills again on the 
optional action replay. 
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PITCHES consist of five zones connected by | 

inter-section tunnels: the central section, | 
three goal areas and the Frantic Zone. One | 
player per team is positioned in each andthe | — 
teams’ defence zones rotate after each set. | 
The Frantic Zone, which is always in the | 
same position, is acombined defensive and | , 
offensive area containing three goalmouths | | 
— one for each team.. 
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FROM a squad of eight players you choose 






your five-man team and position them into “It's only 
zones. In addition to statistics on goals when you 
scored and matches played, each squad 
member has a set of personal characteris- play for 
tics ranging from speed (Rate) through to - 
bounce (Boing). In training mode these yourself that 
abilities can be reduced or improved for a 
price (extra Dosh icons are picked up you 
in-game). The value of a particular skill 2 
pends on the phate, extra Seis i. appreciate 
obviously more val on a sluggish - | 
repieng Ale ings its sheer 
see speed, 
| excitement 
and 
subtlety.” 


PITCH qualities often reflect the home 
team’s skill. The Devils’ pitch is slow so the 
Devils have added speed. The Manic Moose, 
on the other hand, play onice, sospeedisn'ta 
premium for them. Learning the properties of 
each surface is a vital consideration if you 
train your team to win. 


BALLS can only withstand so much pres- 
sure. Three over-enthusiastic players will 
cause it to burst, in which case all three bully 
off again from that zone. Cleverly imp- 
lemented ball-bursting is a tactic in itself. 
When defending your goal, it may give you a 
better chance of getting the projectyle out of 
that zone. 
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around the 


satellite, 
zapping 
mutants and 
collecting 
fuel isn't 
breaking 
new ground 
but it is 
good clean 
fun.” 
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Captured and imprisoned in Virgin 
territory, Dan dares all to escape. And 
anything Dan can do Kati Hamza can 
too. 


DAN DARE, all round good guy, defender of space 
and friend to men, has really got himself into hot 
water this time. The evil Mekon has finally got sick of 
tyrannising a bunch of Treens — what he wants is a 
servile humanoid army genetically engineered to 
carry out his every wild and wicked whim. There's 
just one problem — he needs a human guinea pig. 
Who better than the most decent, humane hero ever 
to start the genetic milkshake? 


The Escape 


In typically sneaky style, the 
manic Mekontan sends a giant 
satellite to earth and before he 
knows what's hit him, ‘Lucky’ Dare 
istied up on board and heading into 
space. Is our hero doomed? Not 
likely. A quick knuckle sandwich 
sorts out his guards and seconds 

“=! later Dan the man's planning a way 
toescape. There's ahandy space shuttle butit's out of 
gas, s0 Dan Dare has to negotiate five mutant- 
infested levels in search of fuel. If he finds it 
mankind's off the hook: if he doesn’t it's Mekon 
domination time. 

Surprisingly for a game based on a comic 
renowned for its artwork, Dan Dare Ill falls 
down on the most obvious essential: 
graphics. Neither the characteristics of 
Dan, the Mekon or the mutants have been exploited 
as much as you might expect. Where's the brilliant 
green of the Mekon’s head, the genetic weirdness of 
the mutants or the distinctive Dan Dare look? 
Gameplay is a tad more satisfying — jetting around 
the satellite, zapping mutants and collecting fuelisn't 
breaking new ground but it is good clean fun — fora 
while. Once you play your way through five levels of 
the same old stuff you may find yourself wishing that 
a bit more had been made of the switches, the mazes 
andthe puzzle element. Still, while jaded ‘Old School’ 
pupils might not find enough substance for their 
money, the slick front end presentation, user- 
friendly controls and suitably sinister soundtrack 
should have a special appeal for younger Dan Dare 
fans, 
Dan's charm is universal, so his adventure 
runs exactly the same way on the Amigaas 
it does on the ST. The minor 
enhancements in the graphics and sound 
departments come absolutely free. 
Dan Dare’s adventures PC-style boast 
essentially the same gameplay in glorious 
Tandy, CGA and EGA, 
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THE ADVENTURE begins near the store- 
room's computer and a mere flick of the 
joystick allows Dan to log on. Extra weapons 
include Nukes (smart bombs), bounce 
bombs, spray shot, extra plasma units and 
bonus lives. Dan shopstillhe runsoutofcash 
or reaches maximum supply. 


) 


= 
hi | 
Z -| 
i 
r baie 
if oak, 
i =| 
i ‘ 





TELEPORTATION, Mekon-style. To survive 
the inter-level warp, Dan has to stay inside 
the rapidly scrolling squares. Smashing 
against the sides too often eats up energy 
and could even lead to the unthinkable — 
Dan's death. 
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THANKS to the Mekon's machinations, exits 
may be blocked and essential doors locked. 
Flick the appropriate switch to thwart the 
dastard's tricks. 


_JULY 1996 


THE GENETIC lit- 
ter of the Mekon’'s 
previous DNA 
experiments 
floats forlornly 
about the ‘satellite 
and its got a 
grudge against 
the human race. 
The evil mutants 
fire energy- 
draining pellets at 
our intrepid ast- 
ronaut. At first a 
jetpack, a pulse 
plasma rifle and a 
spacesuit are the 
only things 
between Colonel 
Dare and them. 
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CRAZY he may be but stupid he ain't. It 
doesn't take long for the Mekon to suss 
Dan's plans and warp to where he's at 
usually as close to the fuel pod as possible, 
Several blasts of hefty fire are enough to gain 
an inter-level pass and send the mighty 
Mekon running for cover. Not that he stays 
out of action for long. By the time you leg it to 
the next stage, cabbage-head is back. 
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WITH alevel completed, entering the teleport 
warp to the next one sets off a self-destruct. 
Make sure you collect the vital fuel can 
before you go. If you forget it's blasted to 
smithereens in the resulting explosion and 











you just have to quit and restart. 


HOW DAN DARED 


FOR A COMIC, the original Eagle was put 
together in. an unusually innovative way. instead 
of relying on a one-man one-page system Frank 
Hampson involved everyone in a studio style af 
Wife la lee Ree tect ad 
Southport, then in London, were run more like an 
animation studio than a typical comic 

For Hampson, quality and realism were 
Set Ue Oe lus Mutt cla cB dare), 
library of hardware and character data, insisted 
on having models of weapons, rockets, even 
whole alien landscapes specially built and 
SUE Ul emu els cM Oe Mm Uars lt aoe aT |) 
members of the team could pose for the frames 
All the human characters were based on people 
Hampson knew: Sir Hubert was his father and his 
ee ee Re ee als 
protegee, ‘Flamer’ Spry. If an artist was unsure 
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JULY 1990 


ON THE 14th April 1990, one of the greatest 
heroes this world has ever known celebrated his 
40th birthday. Dan Dare, clean-shaven pilot of 
the future and staunch defender of the earth, has 
been saving the world from the evil Mekon 
empire, defending the weak and chastising the 
strong, on and off since 1950. 

Ina drab post-war world, amidst the aftermath 
of rationing and austerity, Dan epitomised the 
best of British: he never cheated, he never lied 
and his word was his bond. 

In fact, unlike most modern comic book 

" heroes, the whiter than white Colonel Dare was 
sO Squeaky clean even parents, teachers and 
clergymen gave him the nod of approval — but 
then, in terms of artistic conception, Dan was at 
least partly the son of a clergyman himself. 

The Eagle comic, of which Dan was the 
uncontested star for a staggering 10 years, was 
the brainchild of an artist (Frank Hampson) anda 
vicar (Marcus Morris). Morris had always wanted 
to produce a Christian comic, something that 
would dilute the harmful influences of imported 
American horror magazines. With their violent 
stories, tales of horror, rape and murder, these 
weren't considered suitable reading matter for 
wholesome young men. Hampson's wartime 
memories of watching Hitler's rocket 
experiments from further up the Belgian coast 
had injected him with an entirely different 
enthusiasm: he was obsessed with rockets and 
space. 

The two met in 1949, while Morris was looking 
for an artist to further his Christian comic strips, 
planned and produced a dummy copy of what 
was originally called The Dragon (The Eagle was 
suggested by Hampson's wife) and had it 
accepted almost immediately by Hulton pub- 
lishing. 

Launch issue blasted off with 20 action- 
packed pages — just under half in full-colour — 
cost eightpence and had a print run of about a 
million copies. In defarance to Morris’ onginal 
intentions, the travels of St Paul werefeatured on 
the back cover. A fullcolour episode of Dan Dare 
— Pilot of the Future, graced the front. All the 
strip’s most important characters were int- 
roduced in the very first issue: Dan, his faithful 
side-kick Digby and his commanding officer, Sir 
Hubert. The Mekon’'s spectacular entrance was 
reserved for a few issues on. 

In size and quality, The Eagle beat the 
competition hands down. The post-war paper 
shortage meant most comics were confined to 
eight-page black and white specials which only 
ran for a few issues in poor quality print. With 
full-colour stories, huge centre-spread pull-outs 
and lashings of detail, The Eagle, heavily 
influenced by more sophisticated American 
comic art (Hal Foster's Prince Valiant and Burne 
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Even by contemporary standards this was avery 
expensive way of producing a magazine. During 
peers Os aM ers coc cece PRR Ee elt a Ln 
by the time Odhams Press took over, the 
financial credibility of such a time-consuming 
process was much more dubs. 


Hogarth's Tarzan) wasn't barely running in the 
same race. 

The early issues were all about innovation: 
detailed full-page paintings, promotional tokens 
and photograph covers. The firs! spectacular 
series, which narrated Dan's exploits as he 
saved the planet Venus from the megalomaniac 
machinations of the manic Mekon and his 
Treens lasted until September 1951, was 
succeeded by bigger and better stories — The 
Red Moon Mystery, Marooned On Mercury and 
Prisoners Of Space. They all counted on the 
loyalty of the readership — mostofthe serials ran 
into months and years rather than weeks. 

By 1955, with the establishment firmly on its 
side, The Eagle really had landed. The year 
marked the beginning of a trilogy of highly 
sophisticated Dan Dare adventures and the 
highpoint of our pangalactic pilot's distinguished 
career. The Man From Nowhere, Rogue Planet 
and Reign Of The Robots, contained such 
detailed renderings of alien landscapes and 
intergalactic hardware that collectors consider 
them among the most coveted Dan Dare strips 

Dan Dare mania raged. The Eagle remained a 
stalwart favourite among boys own comics, and 
spawned annuals, books and an incredible 
amount of Dan Dare memorabilia. But the times 
they were a-changing and ultimately the bubble 
had to burst. 

In 1959, a series of large-scale Fleet Street 
mergers led to Hulton being taken over by 
Odhams Press. The new owners were con- 
vinced that Dan's clean-shaven, public school 
respectability had to be updated if the 
Mekon-wasting hero was to survive into the 60s. 
Production, which had been organised per- 
sonally by Hampson, along highly expensive 
lines, also had to be updated. Hampson left and 
of his original taam of artists only two remained: 
Don Harley and Keith Watson. Odhams added 
Frank Bellamy and the trio continued producing 
strips until 1960 when Harley and a new artist, 
Bruce Cornwell, continued the fight. 

The updated Dan Dare was much more of an 
action character. The stories unfolded more 
quickly and didn't last as long as the '50s serials 
but the revisions obviously weren't drastic 
enough. In 1962 the Dan Dare decline was 
clearly visible: horror of horrors, he had to share 
The Eagle's frontpage. Shortly afterwards he lett 
itall together. Excepttora brief revival in 1963, he 
spent the rest of the decade in black and white 
firmly tucked inside the cover, The Eagle itself 
was absorbed into |PC's Lion comic in 1969: 
Dan's last gasps were in the form of black and 
white reprints of his earlier ‘50s. In 1970 he was 
finally laid to rest. 

It's a well-known fact, however, that you can't 
keep a good man down. Dan Dare's reputation 
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as a pistol-packing space adventurer was hefty 
enough to win him several reincarnations. 

The first came in 2000 AD. Dan, having 
suffered terrible injuries during a near-lethal 
space explosion, had been put into suspended 
animation fora hundred years until they had the 
technology and were able torebuildhim. Danthe 
bionic man, didn't have muchin common with his 
previous life. He'd discarded his uniform in 
favour of the casual look — leather jacket and 
jeans — and, possibly as a result of his own 
accident, prepared to shoot first and ask 
questions after. His adventures, drawn first by 
Bellardinelli and then by Dave Gibbons (of 
Watchmen fame), were short, violent and full of 
pithy action 

The New Eagle comic, relaunched in 1987 
also had a stab at revitalising the Dan Dare 
lagend. This time, his great great grandson was 
pushed into the limelight. Drawn by Gerry 
Embleton, the younger Dan was less violentthan 
his ancestor's 2000 AD incarnation but alotmore 
headstrong that Hampson’s kind and compas- 
sionate gentleman. 

Then, amidst a glare of publicity, in 1989 the 
original Dan returned to the pages of the comic 
he'd helped to make famous. Dan Dare, drawn 
by one of Hampson's original studio artists, Keith 
Watson, embarked on the first of a series of 
adventures. Watson bowed out after the first 
serial but Dan seems to be doing OK without him 
— along with Digby, Peabody and Sir Huberthe's 
even made it through the latest Eagle relaunch. 
And long may he continue to thrive 
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THE ADVENTURES of Dan Dare were 
broadcast every evening on Radio Luxem- 
bourg for five years. The program, spon- 
sored by Horlicks, even had its own fan club: 
in return for a Horlicks wrapper and a 
sixpence postal order made payable to Dan 
Dare you got a membership card and a Dan 
Dare space cap badge. Other Horlicks 
memorabilia included the Dan Dare peris- 
cope, tie pin and space cup. Attempts to put 
Dan on screen, once in the 50s and once in 
1981 (a TV series to star James Fox and 
Rodney Bewes as Dan and Digby) never 
came off. Dan's only TV appearance to date 
was in a couple of '87 Mobil ads — and very 
smart he looked too. 
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Daniel 
Macgregor Dare 


DESCENDED from a 
long line of warriors 
which traces right 
back to Cromwell's 
army, Gan, a former 
public schoolboy and 
Cambridge graduate, 
displayed leadership 
qualities right from the 
start. His skill as a 
pilot combined with 
an impeccable sense 
of honour, earned him 
the rank of Space 
Pilot Class One and 
later Chief Pilot Of 
The Space Fleet. 
Unlike many Super 
heroes, Dan's appeal 
ia in his humanity, not 
his strength; when he 
gets into a scrape, he 
has to rely on his wits 
and his intellect to get 
him out. Violence is 
usually a last resort. 


> 


Albert . 
Fitzwilliam Digby 
DAN's faithful batman 
entered the forces as 
an apprentice and 
through courage and 
determination worked 
himself up to the rank 
of Spaceman Class 
One. Digby's chief 
virtues are his loyalty 
and his common 
sense. Unlike Dan, he 
doesn't have too 
much patience with 
excessive brainwork 
and prefers the active 
life. In combat Dighy 
is no more a stranger 
to danger than Dan. In 
fact, there is only one 
thing of which he is 
genuinely afraid: Aunt 
Anastasia who 
brought him up. 





Sir Hubert 
Gascoigne Guest 


KNOWN atiectionately 
by his men a6 ‘orrible 
Hubert, Dan's fatherly 
CO would really prefer 
to be In the thick of 
the action than 
desk-bound Controlber 
Of The intergalactic 
Space Fleet which he 
and Dan's father 
helped to found, 
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Jocelyn Mabel 
Peabody 


DETERMINED ta 
prove a woman has as 
much right to trawel 
through space as a 
man, Professor 
Peabody showed that 
her skills as a botanist 
were invaluable early 
on in Dan's Venus 
expedition, A 
linguistics expert, Ms 
Peabody established 
the first 
communications link 
with the Mercurians 
and developed the 
chlorophyll lamp used 
fo entice the Red 
Moon away from 
Earth. 





EVER since his birth 
around the year 1750, 
the melon-headed 
Mekon has spelled 
nothing but trouble for 
citizens all over the 
galaxy. In his first 
adventure Dan 
succeeded in 
thwarting the bulbous 
green being's 
machinations to 
overthrow Venus and 
the two have been 
arch-anemias iver 
since, Unlike Can, the 
Mekon lies, cheats 
and stops at nothing 
to achieve his ends. In 
hia time he's been 
responsible for 
building giant lasers 
and huge space 
silations, enforcing 
economic blockades 
and engineering 
biological weapons. 
Luckily Dan has 
always stopped him in 
the nick of time. 
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With half a mind to achieve ultimate 
dexterity, Gordon Houghton casts a 
beady eye over Thalamus’ reincarna- 


| tion of its 8-bit classic. 


WHO'D WANT to be the Orb of Id these days? It used 
to bea simple job: sitting back with aglass of Tequila, 
pretending to be the totality of impulsive reactions 
comprising the unconscious mind. Nowadays every 
Tom, Dick and Sigmund wants to plonk you inside 10 
planes of an insane 3D puzzle, 

The only way to escapeis by finding the Goal — this 
involves picking up keys and amulets, using 
transporters and avoiding electric seas, death skulls, 
invisible walls and holes — all within a strict time 
limit. The faster you complete a plane, the more time 
you Carry over to the next one. But beware — one step 
over the edge and you fall into the deep, dark void of 
Freud. 

Luckily, some Jung fool hasallowed you to choose 
the order inwhich youtacklethese puzzle planes, and 
provided bonus stages where you can pick up extra 
points and seconds. So what are you waiting for? Get 























a 7 4 ft 
were F al 


— 
PLANE FIVE is an out-and-out puzzle game. 
The object is simply to fill the puzzle with tiled 
squares: running over plain squares turns 
them into the tiled variety — and vice versa. 
But watch out for the electrical circuits: one 





rolling! 


PLANE ONE: this gentle introduction into the 
weird world of Mindroll is actually five 
sub-games, all of which involve teensy tests 
for dextral dudes, ranging from atight slalom 
course to a hop 'n’ jump mini-game set on an 
electric sea. 














PLANE TWO is a maze game of sorts and 

sees our rolling orb seeking keys to open 

doors, avoiding death skulls and using 

ee in his gloopy quest for the elusive 
I. 





PLANE THREE is partly covered by invisible 
walls, random teleports and a deadly electric 
sea - deadly because it accelerates the 


clock. All you need to do is find four hidden 
amulets to make the Goal appear. 





type does nothing, the other toggles the 
status of nearby squares. — 
When you first pick up Mindroll it's like 
trying to walk on an ice rink in a pair of 
stilettos. Eventually, you get the hang of a 
couple of stages, string some points 
together and discover that your joystick isn't made of 
jelly. This is because the planes aren't too tricky to 
master — there are only a couple of real tough 
cookies, and you can get used to those in only a few 
hours. Mindroll's secret, though, isits points system: 
not only are you rewarded for completing planes but 
also for the time it takes you to finish — the faster and 
smoother your reactions, the higher your score. This 
means that long after you master the 10 planes 
individually, there’s the tendency to have another go 
justto graban extra few points forthe highscoretable 
(which is saved to disk). The one major disappoint- 
mentis presentation: the loading system is sluggish, 
the scrolling jerky, the planes aren't full screen, the 
collision detection can be brutal and the music and 
sound effects are limited. If you accept these 
drawbacks, there are many hours to be spent divided 
between wishing you could chuck the computer out 
of the window and having one more go all the same. 
What's seen and read here is true enough 
forthis version. CGA, Tandy,EGAand VGA 
are all supported, but there's no such joy 
for owners of AdLib or Roland sound 


This quest for ultimate dexterity has been 
called off dueto no one having bothered to 
convert Mindroll tothe ST. And don't keep 
an eye out for a version in the future — 
there isn't one planned. 


PLANE FOUR 
gives new mean- 
ing to rolling your 
eyes: it's a rapid 
race down-screen 
avoiding time- 
sapping blocks 
and using lifts to 
help you over 
impassible bar- 
riers. 

















PLANE SIX is a suck 'n' blow extravaganza, 
which involves grabbing three sets of 
surprises (question marks) In the correct 
order. Make the wrong decision and you get 
delivered first-class to an Eliminator. 
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PLANE SEVEN Is probably the easiest level, 
even with its sandom plane selection. Avoid 
the Goal until you collect the bags of time 
bonuses lying around. 
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PLANE EIGHT features one of four randomly- 
ated mazes. Collect all four keys and 
you gain entry to the Goal at the centre of the 
maze. As anadded incentive, the floor rapidly 
disappears beneath your eyes (literally). 
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PLANE WINE sees the unwelcome return 
the electric sea. It's unavoidable unless you 
bash your way through the cubes. And if you 
want to do some heavy bashing you need to 
find some energisers... 
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PLANE TEN isn't a sight for sore eyes: it's a 
straight platform game with a twist — tackle 
more than one unit of height at once and you 
lose time. Big jumps and Freud's Void will 


keep you annoyed. 
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for printers’ errors. The Advertisers shall indemnify the Publishers 


SONY 3.5" DISKS SONY 


THE BEST DISKS — THE BEST SERVICE 


DISKS USE OUR CREDIT CARD HOTLINE!!! AMIGA MEM 

103.8" DS/DD £8.50 ACCESS 0742 TORS - VISA 72 NOCLOCK £49.99 

253.5" DS/OD £19.00 WEONLY USE SONY DISKS. THE BEST WITHCLOCK £59.99 

503.5" DS/00 £35.00 AVAILABLE. UFETIME GUARANTEE. 

1003.5"DS/DD £66.00  SAMEDAYOSPATCH.NEXTOAY ## DRIVES —— 

2503.5°DS/0D £149.00 DELIVERY STANDARD EXCEPT so100  AMIGACUMANA £79.99 

5003.5"DS/DD £269.00 DISKS WHICH TAKE 3 DAYS. Prices = STCUMANA £89.99 
INC VAT & POSTAGE. 1 YEAR 

BRANDED GUARANTEE ON KAROWARE PLEASE COMPMTERS = 

1OSONYDS/0D £12.50 RING OR WRITE FOR MORE DETAILS. 


7 STEPOWERPACK £369 
JOSONYDS/DD = £33.00 CHEQUES OR P.0.'S TO: AMIGABATPACK £369 


HARDWARE DISTRIBUTION 


DEPT (TO), 19 DIVISION STREET, SHEFFIELD, 51 4GE 
TELEPHONE ORDERS WELCOME OWN 0742 726485 


~ CLASSIFIED COUPON ™” 


All you have to do is fill in the coupon below including your 
name, address and telephone number and send to: 
Classified Dept, The One, EMAP, Priory Court, 30 - 32 5 
Farringdon Lane, London EC1R 3AU. 

Maximum 30 words. Your advert will appear in the earliest Ml 
possible edition. 





Name: 
Address: 


ee ee ee 

Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 
CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to alter, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 


in respect of any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions. 
BeRHREReREeeee eee eee eee 
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ATARI AND 
AMIGA SOFTWARE 
We have an all round selection of disks. 
FOR HIRE. Apply now and hire your first four 
amas free. Around 1/500 differant original tithes. 
or full detaals send a stamped atdreaead envelope 
or telephone ee aah Tpm-lopm 


Aueri 520 STEM €290090 post free + 15 disks 
Amiga ASD at omby €375/00 frow. 
BEST QUALITY Dts 


WOTNW snd 10] | Top quality unlabelled 314" double sided disics 


ae an lh ee 10 for £12.95 50 for £54.95 
SOWMIP ASN [SAYRMIC) W SSA] IY) jad MOA, | 25 for £79.95 100 for £90.95 


Way q qd SS VH Happy Ceoncery canines for the ST 


Wee iinchiecin runnin Kiec Software and bacicng Lap 
. eal an 
YIM sSOlC] Mayeg WkIU 1,Upsau “q'q | 
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software to date 
Send SAL for details 


GAMES & SOFTWARE 
Dept THO, 36 Tilbury Road, Thorney Close, 
Sunderland SRI 4PD 
Tal: (081) S28 6351 
Prop: P. Taylor 


Games for HIRE or PURCHASE 
TRY before you BUY 
At least 15% off all software 
Guaranteed Originals 
We have the LOWEST Membership & Hire Fees of any ST Club 
a our Public Domain * LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL JULY OFFERS 
FOR NEW MEMBERS 
New releases added WEEKLY 
Monthly Newsletter plus lots of Membership Interaction 
Please enclose LARGE 5.A.E. to: 
Cum—Com Software (Internationale), Dept THO, Mermaid House, 
Norwood Street, Ashford, Kent TN23 1DG 





SOFTWARE EXCHANGE | 


Swap your used oF lined Amiga and 
Atari ST programs. FREE MEMBERSHIP. 
The economical way to serve your hoboy. 

Don't eave programs on the shel! collecting 

dust. Get replacements to suit your tastes in 

software for a fraction of the cost of new 
programs. How? = Jus! send a SAE for full 
details to: 
UK Software Exchange 
Club (THO) 
15 Tunwell Greave, 
Shattield, 55 4GB 









COMPUTACHAT 


r fuer, PUsiCRON 

pb aril yo beets ance fre ene alban erulbe 

enthugirs 

Se eeatiadead be connected withupbe | O peep of 

once. Chataboul games, music, arts, sofbwore, hardware 
ae my to do woth computer! Swap fips, pokes, even 


Ring Computachatl on 


0898 338939 


Experts on hond to help with games prciblbems 


GUIDING LIGHT, PO Box 54 - 
SOUTHWEST MANCHESTER M15 | ~ : 
a cha Z rmanite oH a irereve as iy bs 
Cah ged 259 pr minors Bp PD FROM 80p — AA - PD 
Loads of excellent Amiga public domain all at | 
low prices and no hidden charges! Plus our | 
very own club magazine as well asfastservice, 
special offers and mew tithes every week, AA 
PD: More than just a grey list of disks. 
For more information send a large SAE to: 


AA PD, AMBERLEY, PARK DRIVE 
LITTLE ASTON, 5S.COLDFIELD, B74 3AP 


, 16/32 PQ Library 
Ablic CP omnin es 
Tks ies AC 


ai Disks from as little as £1.00. Over | 

YOUR, G00 disks to choose from. Send 
>  SEEYOL <.25p stamp for batest catalogue or 
+ VhBIT “> £1.25 for Catalogue Disk which 
2, SHOW - alse contains other 

anv i PD/Shareware programs. 

s Why pay more? 
35, Northcote Road, Strood, Kent MW2 2DH 
Tel 0634 710788 





FOR SALE 10405TFM with over 300 worth of 

software, A520 upgrade withane careful owner. 

Total value at | 600, yours for only 250 ono. 

Call Paul on 071-251 6222 (extension 2518) from 
idam-dpm only. 











AMIGA PD FROM £1.00 including disk! 32" 
blank disks 10 for £5 or 50 for £23. Also Amstrad 
Satellite system (SAX200)remote control, brand 
new £190. Phone 021-702 2139 after 6pm. 


HAVE ‘LOADS OF MONEY’. How? ? Smooth and 
easy! Brilliant method!! Send SAE to me P.A. 
Booth, 121 Shaftsbury Avenue, Woodlands New 
Estate, Doncaster DMG TT) NOW!! You won't 
regret it and that's a promise!! 
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After the big splash made by Populous, 
Bullfrog’s pooled its resources to come 
up with gallons of platform action. 
Gary Whitta’s keeping It all bottled up. 


IT’S NO fun being evicted — just ask Quiffy. After 
many years of peaceful solitude, living in a vast 
network of underground caverns, the little sticky 
green monster with the pot belly and Elvis haircut is 
in trouble. The system supplying water to the 
subterranean caves has gone terribly wrong, and 
now taps everywhere are pumping out fluid at a 
frightening pace — so fast in fact that before long the 
whole place will be one big aquarium. 

This is not good for our Quiff. You see, little sticky 
green monsters prefer dry land to wet. So he’s 
packed his things and snapped on his designer 
goggles and is heading for the surface. The only 
problem is, being such a conscientious character 
Quiffy can’t bring himself to leave until he's cleared 
up the terrible mess he’s made of the caves. 

lf the cavern’s are going to flood, they should at 
least be allowed to flood in style... 


Bullfrog’s obviously learned from its 
mistakes with its first arcade release, 
Fusion — this time the boys have come up 
with an arcade game that's almost 
overloaded with compulsive action. The first thing 
thatgrabs youisthe playability. Theideaissosimple, 
you can learn all of the ins and outs without even 
looking at the instructions. And while it has the 
distinctive look and feel of the old platform classics, 
it's original enough to avoid being directly derivative 
of anything in particular. There's plenty of innovation 
on offer in the form of the rising water, the way in 
which Quiffy ‘sticks’ to the scenery, and the novel 
puzzle element — some of the levels are so deviously 
designed that it can be hard enough finding thetrash 
in the first place! Simon Hunter's splendid sprites 
provide a comical touch (although they aren't as well 
animated as they are drawn) and sound, for once, 
really does add an extra dimension to the 
proceedings. The atmosphericeffects and jingles are 
some of most appropriate sounds ever heard. But at 
the end of the day it's the playability that impresses 
most, and with 42 levels to conquer, there’s enough 
here to keep even the most toughened platform 
addict stuck to his screen for quite some time. 


Atari Flood is in the very capable hands of 
Bullfrog’s main man on the ST, Glenn 
Corpes. There's very little to differentiate it 
from the Amiga ‘original’ inthe gameplay 
stakes — apart from the faster speed. But on the 
graphics front there are a few noticeable differences. 
For a start there's a tweaked colour palette (the green 
water is the biggest change), and it’s full-screen — 
very rare for a multi—directional scrolling ST game. 


Nothing's being developed as yet, but 
there is a possibility of an IBM version 
sometime in the future — provided the 
other two hit the mark. 





THE ONE _ 


QUIFFY'S underground abode comprises 42 
levels. Completing one is simply a matter of 
finding the exit to the next, locating and 
collecting all the trash — such as cola cans, 
telephones, and cassette tapes. The Trash 
Counter at the top of the screen shows how 
many pieces are to be collected (some levels 
have only atew, while others are real dumps). 
There's no time limit as such, but you can't 
affordto dawdle as anasty invincible ghostis 
in hot pursuit — and he doesn't think twice 
about giving you a painful nudge to speed 
you up. Then there's the water... 
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WEAPONS dotted around the levels are vital 
in the fight against the weird and wonderful 
aliens. Quiths starts empty handed but soon 
gets his hands on a supply of grenades. 
Shurikens fly off at diagonals, spinning off 
the walls, while grenades clank as they 
bounce around before exploding. The 
dynamite remains stationary as its timer 
ticks down (which means you have to place it 
so that the charge goes off when the 
recipient is nearby), and boomerangs that 
behave just like the realthings. By far the best 
fun of all though, is the flamethrower. Its 
burst of deadly fire should be used sparingly 
— otherwise you could find yourself in for a 
surprise! Sadly, Quiffy can only hold one 
weapon at a time. 





DUNCAN Goodhew Quiffy ain't — but he does 
have a very special skill. The suckers on the 
soles of his feet mean that he can stick to 
virtually any part of the scenery — the walls, 
ceilings and even the powertul laser bridges 
that extend from platform to platform. 
Special features found on some levels make 
travel even easier. There are teleport 
stations, helium-filled balloons, a parachute 
to slow his rate of descent, and even a space 
hopper for extra jump height! 
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Electronic Arts | 
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ATAP oneach level gushes waterat full blast. 
Rather than rising line by line, the liquid 
behaves realistically — overflowing, running 
down steps and so on — with impressive 
sloshing and gurgling sounds. When Quiffy 
ends up underwater, he's got no choice but | 
to swim. His oxygen supply determines how 
long he can safely stay under (although he | 
can jump out to gulp some more air) and it's 
often necessary to get wet to reach pieces of | 
trash that may have been ‘drowned’ earlier 
on. 





OVERALL 
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SPECIAL features include invisible doors, which grant entry to 
secret levels filled with bonuses, and magic switches, which either 
open doors to other parts of a level or release a wave of aliens after 
your jaded blood. There are also some special items to be found, 
including a question mark (which might do just about anything, 
depending on your luck), a sink plunger, and a water droplet. The 
plunger is the most helpful as it blocks the tap to slow down the 
water. The droplet on the other hand is best avoided — unless you 
want a tidal wave on your hands. 
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OVER A YEAR 
IN THE CHARTS 
.--OVER 100,000 SOLD! 


The 8-bit soccer game of the 80’s becomes the 16-bit sensation of the 90's 
with the release of the long-awaited Atari ST and Amiga versions. 


When EMLYN HUGHES INTERNATIONAL SOCCER was released for C64, 
Spectrum and Amstrad, reviewers were amazed. It rated 90% in ZZAP, 91% in 
Sinclair User, 88% in Games Machine, 91% in Amstrad Computer User, 94% 
in Computer & Video Games, 887 in ACE, Game of the Year in CCI - we could 
go on for ever! 


Now, with the release of the Atari and Amiga versions reviewers are reaching 

for their dictionaries to find new superlatives. ZERO described the game as 

‘totally excellent’, the sound as ‘absolutely brilliant’ 89%; Your Amiga rated it 

‘the best soccer simulation to date —- 95%'; YC World Cup Winner 97%. 


Forget the rest - there’s only one EMLYN HUGHES INTERNATIONAL SOCCER! 





AUDIOGENIC SOFTWARE LTD 
Winchester House, Canning Rd, Wealdstone, Harrow, Middlesex HA3 7SJ. Tel: 081-861-1166. : 
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SELECT your initial plane and pick your 
operation — then choose one of the available 
plane missions attached to it. Alternative 
duties include such specifics as Escort (air 
and ground cover), MiGCAP (combat air 
patrol away from target area) and |ron Hand 
(flak suppression) in addition to the opera- 
tion lynch-pin — the main role in the 
air-to-ground strike. 


UNLIKE Falcon, with its sophisticated 
head-up displays and radars, FOT| has more 
standard look-down cockpit instruments. 
The radar toggles to the map and everything 
has been designed for maximum realism. 
Serious fliers can consult tables for informa- 
tion on optimum speed, heightanddiveangle 
when launching bombs. And when the going 
gets tough, impress your friends by surrep- 
titiously switching on the auto-pilot. 










THE ONE 





When she heard that Spectrum 
HoloByte was launching a dual-plane 
flight simulation Kati Hamza just had to 
take it for a spin. 


VIETNAM, late 1972. In a last-ditch attempt to get the 
North Vietnamese back to the peace table, US forces 
engage inthe last real push of the war: the Linebacker 
Campaign. The objective is simple: wipe out enemy 
supply lines and bomb key military installations 
until, with their backs to the wall, the North 
Vietnamese have to negotiate. 

Flight Of The Intruder, based on the best-seller 
novel by Stephen Coonts andsoonto be released asa 
feature film, drops you slap bang in the middle of the 
action. There's aselection of available hardware: the 
A-6 Intruder bomber and the F-4 Phantom, its escort 
fighter plane. 

Asophisticated auto-pilot function means that you 
can fly either, neither or both. It's so intelligent that it 
will fly up to the maximum of eight planes involved in 
any one mission entirely by itself — the pilot doesn't 
have to lift a finger. So whether you fly or observe, a 
piece of the action’s guaranteed. 
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THE BOMB shop. The Intruder has a 
selection of nine different weapons — the 
Phantom has 12. What you pick from the 
choice of free-fall bombs, /aser—guided 
missiles and rockets depends on the kind of 
mission. On higher difficulty levels it's worth 
noting that the Shrike is amuch less effective 
anti-rad missile than the Standard — it stops 
working when the enemy turns its radars off. 
The Standard, on the other hand, has its own 
problems — it's heavier and consequently 


unavailable on the more fragile F-4. 


ZOOM into the map at HO for more information and occasional 
photographs of specific targets. If you prefer you can even have ago 
at playing big cheese Commander of the Air Group: redirect 
waypoints, select primary and secondary targets, set up your own 
route, specify aircraft departure times and assign specific duties to 
appropriate aeroplanes. 
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| FLIGHT OF 
THE 
INTRUDER 
Spectrum 

HoloByte And 

Mirrorsoft 


| IBM PC AND 
| COMPATIBLES 
PRICE £39.99 
QUT July | 
| GRAPHICS 91% 
| SOUND B0% 
PLAYABILITY 96% 
VALUE 94% 
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PRICE 
OUT 























£79.99 
October 









AMIGA 
| PRICE £29.99 
OUT 





October 





“Both 
armchair 


supporters 
and serious 
flight fiends 
with rows of 
technical 
manuals on 
their shelves 
will find that 
there's 
plenty to 
entertain 
here.” 
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A ride in Spectrum HoloByte's Intruder is 
one journey you won't forget in a hurry. 
There's the landscape to observe, the 
other planes to watch and the landing to 
marvel at — and that's before you even start thinking 
about the possibility of flying yourself. Runcorn- 
based Rowan Software has put together a package 
that works as a highly sophisticated flight simulator 
and anextraordinarily entertaining spectator sportin 
one. Both armchair supporters and serious flight 
fiends with rows of technical manuals on their 
shelves will find that there's plenty to entertain here. 
FOT! doesn't just feature everything that Falcon has 

it also comes complete with everything you 
wished it had. The speed of the 3D allows even more 
complex manoeuvres, and the choice of planes, the 
variety of options and the auto—intelligence ensure 
that it far outdoes its predecessor. It’s fast, it’s 
enjoyable and it's incredibly polished — even the 
clouds inthe sky move realistically. Add to that VGA, 
AdLib sound support, a couple of excellent manuals 
and a copy of the original Stephen Coonts book and 
you get whatcan only be described as thecremedela 
creme of flight simulations. Enjoy it. 


Currently in production, this incarnation of 

Intruder is likely to be every bit as 

exhilarating as the PC ‘original’. The 

graphics should look almost identical to 
what's shown here and move as fast and as fluid as 
ST Falcon. 


As with the Atari version, this one should 
look and feel nearasdammit the same. As 
with Amiga Falcon, sampled sounds will 
be the order of the day. 


FOR A birds-eye view of the battle in 
progress, observe it from the outside in. Your 
plane can be admired from the carrier as well 
as satellite (fixed) and track (moving) 
viewpoints — you canrotate, zoom inand out, 
take photographs or switch on replay mode 
(for cosy home viewing later on). There's 
even a view from the missile asit heads for its 
target. 


THE ONE- 





THERE'S more than one way to watch a 
master pilot at work. The Intruder has 14 
different internal views (seven positions, 
each looking straight ahead and up) and the 
Phantom, shown here, has 16. The F-4 extra 
is a second cockpit view — the fighter plane 
comes complete with its own personal 
bombadier. 





THE PHANTOM — just as capable as the 
Intruder of performing complex flight 
manoeuvres: rollaways, loops, wing overs, 
flips and yoyos in all sorts of different 
combinations. Conditions can be tailor- 
made. It's up to you to specify whether you 
want realistic or semi-realistic fuel usage, 
highly aggressive enemies, collisions, easy 
or ultra-tough targets. A mere click of the 
mouse button switthes the appropriate 
options on and off. 
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IN DAYLIGHT, targets are easy to spot. For 
night-time missions however, your planes 
are equipped with the radar-guided DIANE 
system. Feed the co-ordinates you want to 
bomb in the computer before you start and 
the system lets you know when it's time to 
pull the trigger. 
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MIGS are the Phantom's speciality. On the 
radar they are easy to spot — diamonds with 
holes in — and there are radio transmissions 
to give an additional indication of their 
approach. Though there are rumours that 
Intruders were occasionally fitted with 
Sidewinders during the war, they aren't 
included in this simulation. If you find 
yourself in a pinch and the Phantoms aren't 
doing their job, try releasing an air to ground 
missile. It tends to frighten off the enemy. 








LANDING is aquestion of skill. Lineup the yellow and green barsand 
remember to compensate for the carrier's movement. Unlike in 
most simulations, this baby won't stay still. 


TIME for the post- 
mission briefing — a 
statistical review of 
your successes, 
your misses and 
your failures. 
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WARNING 1988 COPYRIGHT ACT WARNING PC CMe he mT Lt TLE) Th 
Daa! Elasirenics Lid., neviher condones nor aul ae the use of fs products for the repfoduction o SYNCRO EXPRESS together Ta a Pe eh for 


HOWTO GETYOUR. SYNCRO EXPRESS I~ 
TELEPHONE (24 Hrs) - (YEPWLTYy) - CREDIT CARD ORDERS 


WE WILL DESPATCH YOUR ORDER QUICKLY S-EFFICIENTLY TO ENABLE YOU TO. START RECIEVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS, NOT WEEKS, 
OACERS WORMALLY DESPATCHED WITHIN 48 Hrs. ALL CHEGUES POSTAL ORDERS MADE PAYABLE TO... 


AA. 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND 
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Just £5.00 Annual Membership Fee 


» Bi-monthly Buyer's Guides, each with reviews of 40 games and more. 
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+ Inthe event of delay, refunds on request. 
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| ATARI ST 
PRICE £29.99 
OUT = Late June 
GRAPHICS 87% 
SOUND 80% | 
PLAYABILITY 93% 
VALUE 97% 


95% 


£79.99 
Late June 





PRICE 
OUT 


IBM PC AND 


COMPATIBLES 


£39.95 
Now 


PRICE 
OUT 


“The four 
mission 
territories, 
cold war, 
conventional 
and limited 
war 
situations 
plus the 
selection of 
available 
options 
translate into 
a huge 
number of 
different 
missions — 
each with its 
own level of 
enemies, 
radar 
installations 
and alerted 

: bases to 
face.” 












PICK a mission. Any mission. You can opt to 
take on a training assignment — no damage 
and no score — or head straight for the real 
thing. Whether you pick air-to-air combat or 
a strike mission, the options allow you to 
customise the operation: level of conflict, the 
skill of your opponents (from green to elite), 
whether crashes are possible, and whether 
landings are easy or realistically tough. 
Consult the map for a more detailed view of 
radar sites, mission targets, enemy missile 
ranges and hostile air bases. Special events 
areareas of high enemy activity — avoid them 
if you can. 
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isplays ( 


HUDs) provide 


information on practically everything you 
need to know: vertical velocity, flight path, 
nose direction, bombsights and so on. There 
are four additional internal views: front 
(unobstructed by cockpit or HUD), rear, left 
and right. Any viewpoint can be expanded by 
about 60 degrees for a wide-angle glimpse 
of the action and thermal imaging tracking 
Cameras give a view of targets up to about 
100 kilometres ahead of the plane. 


OUT-OF-PLANE views chase your fighter from the rear, from a position behind the plane 
level with the ground, and from the side. There are TactiView options to show the fighter and 
its target from both your own and the enemy's point of view, and on most viewpoints you can 
zoom in and out fora better perspective. If you prefer, watch the target from the missile's eye. 








What can MicroProse do with the ST 
and Amiga that its hasn't already done 
with the PC? Brian Nesbitt steals alook. 


IT’S 30 feet wide, 59 feet long and has an almost 
invisible radar signature. The F-19 Stealth Fighter, 
the end-product of years of dedicated military 
research into radar invisibility, was one of America’s 
most closely guarded secrets during the cold war. In 
theory, this huge, black death machine, could fly into 
enemy territory, release a barrel-full of bombs andbe 
on its way out again before anyone realised it had 
come. 

That's the theory — and until recently your only 
chance of putting it into practice was if you owned a 
PC. Now thanks to MicroProse UK, the original US 
flight simulation has finally been translated for the 
Amigaand ST — with the added opportunity of flying 
an F-117A thrown in. Not surprisingly, the gist's 
pretty much the same. As the pilot, you are thrown 
into the midst of the action in four different theatres 
of war: Libya, the Persian Gulf, the North Cape and 
Central Europe. 

There are three different levels of warfare — cold, 
limited and conventional all-out attack — and the 
nature of your missions is specified accordingly. All 
you have to do is mosey on down to HO for a browse 
through the available mission briefs, pick up your 
instructions and roar off towards the horizon with 
nothing but a 59-foot flying machine between you 
and the enemy skies. 


Gulp. 


STEALTH STATISTICS 


THE F-19, the almost invisible plane, was created at the 
Lockheed ‘Skunk’ Works in Burbank California. It was 
designed for all-weather strike and reconnaissance 
missions but works just as well on air-to-air interceptions 
and combat. The latest versions use a sophisticated 
laser target tracking system which gives the pilot a 
close-up picture (thermal or TV) of the target at all times, 
regardless of the angle. 

lts design reflects the preoccupation with radar 
invisibility: Radar Absorbent Metal covers much of the 
base, sides and wings of the plane and all leading edges 
are covered in heat-resistant ceramics for minimal 
infra-red signatures — even the exhausts are directed 
through low-signature slats. 

The F-117A is even more top secret. Officially 
acknowledged in November 1988, when training was 
expanded into daylight hours, this sleek, black fighter 
was only unveiled for authorised public viewing on April 
21st 1990. Its official mission is to “penetrate dense 
threat environments and attack high-value targets with 
pinpoint accuracy”. To this end it can be equipped witha 
huge variety of weapons, comes complete with a 
NAV/ATTACK system and has an automatic mission 
planner designed to optimise its capabilities. Anyone 
ambitious enough to fly it needs to have notched up a 
minimum of 1,000 flight hours plus extensive training on 
the specially designed F-117A simulator. 
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BECAUSE they have had to wait a touch 
longer than PC owning F-19 fans, ST and 
Amiga players get an extra bonus — a totally 
new additional plane. The F-117 is newer and 
even more secret than the F-19 but for the 
purpose of this simulation its objectives are 


exactly the same. 


BEFORE firing at a 
target, make sure 
the bay doors are 
open and wait for 
the missile to lock 
on — that’s when the 
target box, shown 
here, turns oval. The 
best way to win an 
air-to-air encounter 
is to surprise the 
enemy — approach 
low and from 
behind, 











THE ONE 


TAKE the weapons your crew chief thinks 
you need or pick the ones you like best from 
the hangars hardware supermarket. The 
choice is yours: anything from homing 
fire-and-forget missiles, through anti-radar 
HARMs and thermal imaging Mavericks, to 
free falls and cluster bombs. lf you go on 
reconnaissance or need to drop off special 
equipment, remember to load them first. 





Pita 
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Fast, smooth and technically sophis- 
ticated. In squeezing F-19 Stealth Fighter 
into the memory of an ST, Microprose has 
managed to retain all the playability of the 
‘original’ and thrown in an extra plane as well. The 
game's major advantage is its tactical scope. The 
four mission territories, cold war, conventional and 
limited war situations plus the selection of available 
options translate into a huge number of different 
missions — each with its own level of enemies, radar 
installations and alerted bases to face. Flying a 
successful operation draws on a variety of different 
skills — radar negotiation, bombing accuracy, 
air-to-air improvisation and plane handling skills. 
Which you need most depends entirely on the nature 
of your orders, the current war situation and 
whatever impromptu encounters you may make as 
you zoom through the skies. Presentation, right 
down to the expansive manual, is impeccable 
throughout. However, this isn‘tthe sort of programa 
beginner can pick up and get to grips with straight 
away. It takes time and dedication to become a 
successful F-19 pilot — and it's worth it because the 
potential for technical tricks and tactics is immense. 
F-19 doesn’t quite match the all-round accessibility 
of a product like Spectrum HoloByte’s Flight Of The 
Intruder but for strategic depth and variety of 
gameplay, there's very little to touch it. 


Commodore owners will be hard pushed | 


to detect (ouch) any differences between 
this and the ST version — it looks and feel 
every bit as impressive. 

This MS-DOS compatible Stealth Fighter 
has been out and about for almost two 
years now. For further information, check 
out the review in Issue Six (March 1989). 


WAYPOINTS are preset for every mission, 
but if you think you know better you can set 
them yourself. For those with little patience 
the tedium of flying between points can be 
alleviated by switching to accelerated time 
and turning the autopilot on until the action 
hots up. Alternatively, you can use the 
positions of the stars in the sky to navigate 
(especially useful for when the equipment in 
question is damaged). Apparently, it's taken 
MicroProse around three years to accurately 


position the constellations! 
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DURING debriefing 
your commander 
goes over your 
actions step by step 
in a painstaking 
analysis of your 
flight. Points are 
deducted for failing 
to meet objectives, 
being detected 
when you shouldn't 
have been and dest- 
roying friendly or 
civilian targets. Pro- 
motion and medals 

are awarded accor- 
¥ ding to merit. 
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IF YOU don't like your kit colours, get into aN 
Giorgio Armani mode and change them. —~— ay 





“Anco could 





so easily Hundreds of strip variations are available 

. from this wardrobe, including swish sashes 

have spoiled and stylish stripes. You can create a replica 

of your favourite team's kit, or just go for 

a a. ry anaes — how about 

ack shirts and shorts forthe Referee’s First 

near-perfect 11? The only limits are your own imagination 

product with and dress sense. 

the inclusion 
of so many 
new 


. features. But 
it hasn't. The 
result is 
even closer | sae i 
to perfection, ; VIEW GOLDEN SHOTS 
with fa See aoe 
blistering 
pace and a 


previously AND LET'S see that again! At any time during a game, a single 
unseen level key-press forces a replay of the last 10 seconds of action — witha 
; second key-press to initiate slow motion. 
of realism.” This is understandably best used directly after a goal is scored, 
leaving the scorer to add commentary for added effect (much to the 
annoyance of the person who conceded the goal). As an added 
bonus, a replay storage facility allows all those golden moments to 
be saved to disk. Incidentally, any cracking goals scored should be 
saved to disk and sentto The One. As of the next issue, prizes will be 
up for grabs for the Goal Of The Month. 





PRESENTATION is more inthe style of Player 
Manager, with screens of selection boxes 
replacing the old scoreboard. Select pitch 
style, match length, game speed (either full, 
half or quarter-speed), team skill 
(represented now as International and ze 
Division classes), alter the strength of the ee 
wind, choose your referee, load in Player 
Manager teams, work out team tactics... the 
list goes on and on. 


Surely not! Abetterfootball gamethan 
the best football game ever? Gary 
Whitta dribbles all over the pitch. And 
the computers. And the monitors... 

“THERE ARE some people onthe pitch. They thinkit's 


each with its own 
characteristics rt 


from the advertising 
hoardings, the Normal 
pitch is much the same 





on haloes. all over. It is now!” 

Atleast we all thoughtitwas. One year ago, Kick Off 
IF YOU like youractiona changed the face of computer soccer. Despite a 
little on the damp side, clutch of mildly irritating ‘quirks’ (the worst of which 


try the Wet surface. 
Note the impressive 
diamond cut of the 
grass. 


THE REAL men will 
want to get stuck in on 
is not rely unlike an 


Amatonian swamp — 
only slightly less 

&. It's so wet 
the ball loses all bounce 
on contact with the 


grass. 








being the dozy ‘keepers), its unique control system 
provides an unparalleled flexibility akin to the Real 
Thing. How could it possibly be toppled? 

The answer's Kick Off 2. Apart from ironing out all 
of the original's problems, Anco's introduced a host 
of new features which greatly enhance the 
gameplay. In fact, it's almost a different game. 
Almost all of the elements mentioned in the Work In 
Progress in Issue 20 have found their way into the 
finished product. Only two are not present, but 
neither is missed: the off-side rule (apparently it 
almost completely killed the playability) and the 
referees and linesmen (there wasn’t enough 
memory to include them — and anyway, their 
inclusion would only have beencosmetic). However, 
Anco has plans to release an enhanced version for 
owners of 1Mb machines, incorporating the officials 
along with a couple of little aesthetic extras (not that 
the unexpanded version needs much more). 

Hell, it’s a whole new ball game. 
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ONE OF Extra Time's more successfulcontrol 
enhancements has made its way into Kick 
(Off2. After-touch allows the player to slightly 
alter the direction of the ball immediately 
after it's been kicked — handy for fooling the 
new super-intelligent keepers. Purists can 
always remove this feature before play. 








THE BASIC Kick Off league is still in 
operation, and again comprises eight 
national teams. There's also the option to 
play one-off International friendlies, 
eliminating the need to play through a whole 
league. 
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THE TEAM selection process is pretty much 
the same as Player Manager's. A team 
(complete with two substitutes) is chosen 
from the available squad, allowing more 
scope for strategy and tactics. The choice of 
substitutes is important, as repeated fouling, 
or even just one very nasty tackle, can result 
in one of your players hobbling off injured. 
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PLUG a suitable 
joystick adaptor 
into your machine 
and up to four 
players can take 
part simultaneously 
— two on each side! 
All players, 
however, must play 
position (asin Player 
Manager) to prevent 
anyone from hogg- 
ing the limelight. 
The result is a difte- 
rent game 
altogether. A further 
novel feature is the 
facility to focus the 
‘camera’ on any 
player on the pitch 
so that he stays 
centre of the screen 
at all times. Ittakes a 
little getting used to, 
but the result is well 
worth it. 








SPECIAL EVENTS allows you to load in 
specially-created tournaments — and one is 
already included on the game disk to get you 
started. Appropriately, it's arecreation of the 
World Cup 1990, with the 24 teams playing in 
their respective groups before battling it out 
inthe Quarter and Semi Finals, and ultimately 
the final itself. The accuracy of the teams’ 
qualities is debatable — although arguably it 
reflects the unpredictable nature of the 
World Cup. In one brief, completely 
computer-controlled tournament, Italy lost 
to the USA, and Spain eventually managed to 
win the World Cup. And yet, in another, 
Scotland drew with Costa Rica, and England 
did the same with The Republic Of Ireland. 
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ALL SET-PIECES, namely throw-ins, corners, goal kicks and free 
kicks, are now more involved. It's possible to determine not only the 
direction and height of a corner kick, but also its strength — the 
same goes for throw-ins, and also goal kicks as far as direction and 
strength are concerned. The free kicks are the most improved. Now 
the opposing team creates a proper wall, and a whole world of 
strategies are on offer. You can dummy a kick and pass to another 
player, give the ball different degrees of left or right bias, dip and 
roe oe even jump over the ball, leaving another player to take 
e kic 
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ANEXTRA element of tension comes in the form of an option tohave 
extra time come into play when a game ends in adraw. The duration 
of the match determines the length of extra time played. And if 
there's still no winner after that, a penalty shoot—out provides a 
nail-biting sudden death experience. 
Anco could so easily have spoiled a 
near-perfect product with the inclusion of 
so many new features. But it hasn't. The 
result is even closer to perfection, with 
blistering pace and a previously unseen level of 
realism. The new pitch surfaces, the decent ‘keepers 
(which actually make it play even more like the Real 
Thing), the wealth of options, the kit designer, the 
special events, the action replays, the match 
highlights, the advanced team tactics... not one 
feature seems out of place. And if there is something 
to cause displeasure, you can always play without it! 
There is one tiny flawin this diamondthough — arare 
bug where the clock freezes, leaving you to play 
forever. But what the heck, it’s not the winning that 
counts — it's the taking part. And there's no better 
place to do that than Kick Off 2: the ultimate soccer 
simulation, 
This one’s every bit as improved and 
playable as its Amiga counterpart. Well, 
with the exception that even though the 
different pitches behave accordingly, they 
alllookthe same (ie: horizontal two-tone green raster 
stripes). 





No details are available at present, 
although the good newsisthatan MS-DOS 
compatible Kick Off will soon be available 
for 24.99. 








AS WELL as the four regular Kick Off formations, there are some 
more to choose from: Blitz, Lockout, Criss-Cross and Falcon have 
all made their way from Extra Time to provide a total of eight 
strategies. The classier acts may preter to load the more complex 
tactics of a previously created Player Manager team. And as an 
added boon, you don't have to wait until half-time to alter your 
formation — simply wait until the ball goes out of play. 





YOU CAN forget about employing the 
famous Brennan Runaround technique from 
Kick Off. Now the ‘keepers are almost 
superhuman — they come out of their area to 
literally pluck the ball from your feet, and are 
capable of pulling off some mind-blowing 
saves that would make even Neville Southall 
stand proud. That's not to say the ‘keepers 
are without their weak spots. A well-aimed 
powerblaster can still result in a fumble and 
the possibility of scoring on the rebound, but 
at least there's almost no chance of scoring 
soft goals. 
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GRAPHICS 83% 
SOUND 79% 
PLAYABILITY 92% 
VALUE 85% 


OVERALL 


88% 


PRICE £24.99 
OUT Early August 


IBM PC AND | 
COMPATIBLES 


TBA 





“Oriental 
Games is 
just about 
the most 


comprehensive 


martial arts 
simulation to 
date.” 


£24.99 | 
Early July © 








REGISTRATION allows you to set the game's 
parameters according to taste: 1-16 human 
players, three difficulty levels, a two-player 
option, practice bout, preferred stance (lett 
or right at the beginning of a bout), the option 
to watch computer ents fight and the 
ability to edit the joystick positions to match 
your own skills. 


IF YOU want to be king of the kung-fu castle, 
you have to kick 'n' chop your way through 
some seriously tough opposition. The 15 
basic moves include flips and jumps, a leg 
sweep, duck and punch, flying kick and of 
course, the roundhouse kick. Kung-fuis only 
one of the three disciplines, each of which 
follows the same format: as the lights go up, 
you are given a clue to your fighter's style 

the description at the top of the screen 
(ranging from Reckless, through Aggressive 
to Defensive) helps you to anticipate his 
actions. The points system is displayed on 
the row of five lights at the top — all green at 
the start, the colours cycle through white, 
orange and red as scoring hits are landed. 
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ORIENTAL Games’ unique joystick editor 
allows you to customise the interaction 
between joystick and screen character. Ona 
simple level you can toggle single 
movements according to taste — on a more 
complex plane altogether is the ability to 
Ppreprogram a sequence of up to four moves 
per joystick direction. 





KENDO is a ritualised form of fencing dating 
back 300 years — fighters dressed in highly 
stylised protective clothing strike blows with 
bamboo shinai. It's a very rigid discipline: 
after a green ‘life’ is lost, contestants 
formally bow and retreat to continue the bout 
afresh. There are 14 basic moves available, 
including four blocking motions, three types 
of feign and a diagonal head cut. The referee 
in the background marks scores as they 
happen, 


FREESTYLE, or Kyo-Kushin- -Kai, is the most liberal of the trio of disciplines: a 
no-holds-barred kick ‘n’ punch event for people who like getting bruised — there’sno referee 
to pass judgement. its 18 manoeuvres are similar in style to Kung Fu, but also include a 
chin-punch and ahead-butt. Asinallthe disciplines, correct collisionisessentialtosuccess: 
a pixel or so out and you are adjudged to have kicked ‘around’ your opponent. 
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Gordon Houghton likes martial art but 
lacks discipline, so MicroStyle gave 
him three of the best. 


THE MARTIAL arts equivalent of the Olympics Is the 
Oriental Games, a tournament which attracts the 
world’s greatest fighters to a three-discipline 
contest. Martial artists from the schools of Kung Fu, 
Kendo and Kyo-Kushin-Kai (Freestyle) each take part 
in individual mini-tournaments before entering the 
Grand Tournament proper, in their attempt to 
become Grand Master. 

Practice bouts against other opponents are 
permitted, but once you are eliminated from any of 
the individual disciplines, your challenge for the 
supreme accolade i's ended. 


THE DOJO (fighting 
school) is where all 
the action takes 
place. Here great 
crowds gather to 
witness the world's 
finest martial arts 
practitioners kick 
shin and break bone 
over a trio of styles. 


Oriental lice is just about the most 
a: comprehensive martial arts simulation to 

date. Its strategic scope is almost limitless: 

the joystick editor allows literally hund- 
reds of movementcombinationsto be accessed from 
just 16 joystick directions — andthesecan be saved to 
disk for later use. Up to 16 human players can take 
part over three difficulty levels and the subtlety of the 
Merit Awards system gives an extra incentive to 
perform well rather than simply to win. The 
tournament structure coupled with some neat spot 
effects such as the crowd's Mexican wave and flash 
photography conveys a genuine competition 
atmosphere. If this three-discipline tournament was 
all you had, it would be good enough. But Oriental 
Games is packed with extra presentation features 
which make it stand above the competition: there's a 
straight two-player option, the ability to practice 
bouts or watch two computer opponents fighting — 
you can even choose the direction you face at the 
start of about. Two aspects essential to the success of 
a beat ‘em up are particularly well implemented. The 
graphics might not look astounding at first, but the 
animationis very smooth, moves are performedwith 
lightning speed and the all-important collision 
detection is pixel-perfect. The computer intelligence 
level is similarly well worked out: most novice 
opponents serve as kick practice after half an hour or 
so, but becoming Grand Master will take a very long 
time. Beat ‘em up fans won't find a more accurate, 
playable and flexible martial arts simulation than 
this. 


The Amiga version should feature crisp 

sound effects but the gameplay will 

remain essentially the same. It won't be 

available until early August, at the same 
price of 24.99. 


No decisions have yet been finalised for a 
PC version, apart from the price — when it 
is released, it should cost 24.99. 
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on LTRS ADVENTURE FLIGHT SIMULATIONS 

ice | es HELPLINE | i | £351.95 + £3 p&p inc VAT | 


ice 

oo st De you play epiect aan Everything for Sublogic Flight Simulator Fans 
ples | ave you ever been faced with a deity 

ate, seemingly impossible situation? eg. Maps, Yokes Etc.. 

Van 


| L WE CAN HELP YOU Commodore ee Monitor.....£217.84 + £5 p&p 
ne | Our adventure rescue team works 7 days and ev enings | FLIGHT SIMULATIONS 


a | a week and will be pleased to answer your queries. We 


sat | offer help with any game on any computer, so, if you | 25 Milner Avenue, Bury, BLS 6NG 
) are tearing your hair out ring this number now:— Telephone : 0831-334077 (Mobile Phone) 
0898 338 933 | _ OF : 061-761-1902 (6pm-10pm) 
te Between noon and midnight. ny Fax : 061-792-6102 


Calls charged at 25p per minute. 38p at peak rate. 
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Gary Whitta braved thetripto Derbyto §*%, ie 
talk to Core Design about the returnof BR SR eae 
its most popular (not to mention Ee BREW 


dangerous) creation. 
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RELEASE 

AMIGA SIMON’S honed his programming skills 
Sechembea since Rick's last adventure, 50 now there are 
anise five larger levels than before — up to 48 

rg 

ATARI ST screens in size in fact. This preliminary 
September sketch of the first level shows 2 Tab 

Simon is trying to give each one a releva 
conbatses overall shape, rather than just a row of 
Supternlaie connected towers — the alien mothership is 


therefore in the shape of a space rocket. 





ANYONE who's played Rick Dangerous will remember the network 
of horrific tricks and traps. This time around the going’s even 
tougher. Traps can be set off from more than one area of the screen, 
stopped in motion, set off by other aliens and even able to generate 
aliens! Dave Pridmore’s map editor shows how traps are put 
together — the white shaded boxes represent the traps (perhaps a 
missile launcher or ray gun), while the red boxes are the areas of the 
screen that Rick must enter to trigger the trap. The yellow boxes are 
triggers that can be activated by another object. In practice, this 
screen will be guarded by missiles along the top (the white boxes) 
and when Rick hits the first invisible red box, the first missile is 
launched, which then hits a yellow box on the floor, triggering the 
rest of the missiles. 
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THE MAN with the hat is back! Only this 
time he's left it at home... Few computer 
characters have risen to international 
stardom and cult status as quickly as Rick 
Dangerous. The cute Indiana Jones-alike 
created in 1988 by Core Designers Simon 
Phipps and Terry Lloyd secured his place 
in computer folklore after just one game! 

A homage to the corny B-Movie heroes 
of the ‘40s and ‘50s, Rick's dangerous 
platform-leaping and puzzle-solving 
antics in South America, Egpyt, Nazi 
Germany and London took him tothe top of 
the Gallup charts in the Summer of 1989 — 
and it's still regarded as one of the great 
16-bit platiorm games today. 

According to Rick's Designer Simon 
Phipps, the idea of a sequel never crossed 
his mind when he and Terry were creating 
the colossal-chinned adventurer. “We sat 
down and made a list of all the ideas that 
you could base a game around, like 
science fiction, medieval and so on, and 
looked for one that hadn't already been 
done. The Indiana Jones platform-style 
game was one that hadn't been touched 
on 16-bit, although there were some real 
corkers on the 64, like Bounty Bob Strikes 
Back — and so we created Rick.” 

lt was only towards the end of the 
four-month project that real ideas for a 
sequel began to form — hence the end 
sequence that paves the way for it. The 
story picks up directly from where the 
original Rick leftoff. Anyone who managed 
to complete Rick | without a cheat will have 
seen the elaborate final reward. Rick is 
hailed as a public hero and a presentation 
from the grateful people of the world 
follows outside the Houses Of Parliament. 
Butjustas everythingis going swimmingly, 
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TERRY Lloyd is responsible for designing Rick II's background 
graphics, which he does with great help from Art Studio's map 
editor facility. The basic blocks of the Vegetablis kingdom (top) are 
built into larger landscape ‘tiles’ (centre), and then assembled using 
a custom-written program to produce a finished level (bottom). 
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THIS selection of miscellaneous sprites shows what you can expect 
from Level One's adversaries. “Thetwo mainaliensforlevel one are 
based on two famous science-fiction robots,” Simon reveals. “One 
is the huge silver guy from The Day The Earth Stood Still, and the 
other is Robbie The Robot from Forbidden Planet." 








SIMON felt that the weapon system worked so well in the original 





TE 
ee 


that it would be a shame to change it too much. Thus, Rick's trusty 
six-shooter has been replaced by an electric ray-gun, and the 
dynamite is now a more futuristic alien detonator. As for the famous 
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poking stick — that's now a good old fashioned punch. The only 
major change is that the detonators can be slid along the floor, 
providing greater scope for alien wastage. 


IN RICK'S second adventure he's kitted out 
in a natty Flash Gordon-style sult complete 
with flowing cape and blond quiff. The red 
suit that he now wears was originally 
supposed to be white (as you can see in 
Simon’s artwork mock-up of the tithe screen, 
left), but it was dropped in favour of the more 


striking scarlet as the paler colour didn't 


show up as well. 
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BEFORE committing himself to Art Studio, Simon decided to test 
out some of his ideas on paper. These scenes show Rick in some of 
hig more athletic poses — leaping over robots and plants, melting 
ice monsters on Freezia and even turning the table on the Fat Man's 
guards by using the space fortresses’ defences against them. 





usta} # PROGRESS 
a fleet of alien spaceships appears above 
them and lands in Hyde Park! 

It would seem that the evil Fat Man is 
back. While Rick's been dangerous 
around the world, Fatty’s been busy 
building a huge fortress in space and 
making friends with unsavoury alientypes. 
Now the combined forces of the two 
super-villains have landed on earth with 
the intention of invasion and it's up to Rick 
to put a stop to it — again. 

The original Rick was based on the 
Indiana Jones-style adventure movies of 
the “40s and ‘50s. Inspiration for this 
sequel, however, came from the Flash 
Gordon movies of the same era. 
“Although,” adds Simon, “it's not solely 
based on Flash. There are alotofelements 
from the other space-based movies and 
‘characters of the time, including Dan Dare 
and Forbidden Planet.” 

This time round, Rick's got five levels to 
get through instead of four. The first takes 
him into one of the alien's motherships, 
where his task istoreach the control centre 
and use it to take him to the Fat Man's lair. 
In the second scene, the spaceship that 
Rick successfully managed to hotwire 
successfully crash-lands on the Ice 
Kingdom of Freezia (from Flash Gordon's 
Frigia) from which he then has to escape. 

Things don't get any better on the third 
level, where a miscalculated teleport jump 
beams him onto the forest world of 
Vegetablia (again, taken from a Flash 
Gordon kingdom — Arboria). After battling 
his way through the mutant vegetables, 
Rick then makes itto Level Four — the Mud 
Mines Of Barfalatropolis, where subter- 
ranean peril lurks around every corner. 

The final level is the laboratories of the 
Fat Man himself, and the finale promisesto 
be an epic struggle between good and evil. 
Or perhaps it will be something else. 

“When we produced the original Rick 
Dangerous, we came up with a lot of stuff 
that we thought we just couldn't do, and so 
we had to look for way around the 
problems,” Simon reveals. “That hap- 
pened mostly with the trap system, butwith 
the sequel we've minimised that kind of 
thing, and so there's a lot of stuff now that 
we had to miss out of the original. The 
trickiest thing was improving the game and 
adding new features without going too far 
and spoiling the feel that made it work.” 

Although seme of the levels are still tobe 
designed, Simon has already decided that 
the puzzle-solving element will be more 
intense than in the original — something 
that the improved trap system allows him 
to do. “Something we weren't too happy 
about with the first game was the areas of 
really nasty gameplay — there was one 
particular jump on Level Two for example, 
which needed hellish timing. I think ithad a 
tendency to throw you in at the deep end at 
certain points. | was quite pleased with 
Level One — | thoughtthat was jolly, sothis 
one's going to be a bit more like that.” 

With the original Rick Dangerous 
proving phenomenally successful and the 
sequel poised to follow in its footsteps, 
what are the prospects for a_ third 
installment in the saga’? “| really don't 
know," Simon admits. “It's entirely 
MicroProse’s decision, and | think that 
their decision rests a lot on how well the 
second game does. I'd very muchliketodo 
athird game though, as I've got some nice 
ideas. What I'd like to do would be to carry 
on the '40s and '50s feel, but this time with 
something in the detective vein, based on 
Bogart or Dick Tracy. We'll be leaving the 
end sequence of Rick Il open just incase.” 

Rick Tracy. Now there's a thought... 
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ou thought that the text adventure was dead, eh? 
Magnetic Scrolls has spent the last three years 


preparing to prove you wrong — with alittle help from 
Lewis Carroll. Gary Whitta goes through the looking 


glass... 


Alice was beginning to get very tired of 
sitting by her sister on the bank, and of 
having nothing to do: once or twice she had 


| peaped into the book her sister was reading, 


but it had no pictures or conversations in it, 
and what use is a book,thought Alice, 
without pictures or conversations? 

She was considering in her own mind (as 
well as she could, for the hot day made her 
feel very sleepy and stupid) whether the 
pleasure of making a daisy-chain could be 
worth the trouble of getting up and picking 
fhe daisies, when suddenly a White Rabbit 
with pink eyes ran close to her, 

There was nothing very remarkable in that; 
nor did Alice think it so very much out of the 


| way to hear the Rabbit say to itself, Oh dear! 


Oh déar! | shall be too latel(when she 
thought it over afterwards, if occurred to her 
that she ought to have wondered af this, but 
at the time it seemed quite natural): but 
when the Rabbit actually took a watch out of 
its waist-coat pocket and looked at it, and 
then hurried on, Alice started to her feet, for 
it flashed across her mind that she had 
never seen a rabbit with either a waistcoat 
pocket or a watch to take out of it, and 
buming with curiosity, she ran across the 
field after it, and was just in time to see it 


| pop down a Jarge rabbit-hole under the 


hedge. 

In another moment Alice went down after 
it, never once considering how in the world 
she was fo get out again... 

Extract from Alice In Wonderland by Lewia Carroll 

AND SO begins Lewis Carroll's Alice In 
Wonderland, arquably the world's most 
famous children’s story. It's also the 
subject of British adventure producer 
Magnetic Scrolls’ biggest project to date. 
The company that almost single-handedly 
re-established the adventure as a popular 
genre five years ago with The Pawn (and 
later, Guild Of Thieves, Jinxter, Corrup- 
tion and Fish!) has been so quiet over the 
last couple of years that you'd be forgiven 
for thinking that it died out along with the 
type of game it produces. 

It turns out that the team’s been silently 
beavering away on Wonderland, and the 
only reason nobody knew about itis simply 
because they didn't tell anyone — until 
recently. 

And while Magnetic Scrolls only really 
‘cocooned into silence after the release of 
Fish!, just under two years ago, the story 
behind Wonderland goes back much 
further than that. While previous Magnetic 
Scrolls products have had an average 
development time of around 18 months, 
Wonderland is now only nearing comple- 
tion three years after it was conceived by 
Project Manager David Bishop, who 
explains exactly what happened. 

“I've always adored Alice In Wonder- 
land, and I've always wanted todo a game 
based on it,” he explains, adding that it's 
strange that no-one's ever tackled the 
Alice scenario properly before, given thatit 
lends itself so ideally to computer game 
conversion. “The subject's only been very 
vaguely touched on in the past, and both 
limes they were just poor arcade games 
that didn't make any use of the story. 
Everyone knows the Alice story, but the 
main reason why it's so ideal for an 
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EVEN Wonderland's text is flexible. It can be 
readjusted to many typefaces and sizes, 
from tiny typewriter-style right up to huge 
newspaper headlines. If it's something more 
practical you want, there are also full word 
Pprocessor-style cut and paste facilities. If 
you come across an elaborate name and 
don'tfancy the task of typingit, just ‘cut’ itout 
and, when the opportunity arises, you can 
simply ‘paste’ it right back in. 
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THE DEFAULT size for the graphics window 
is comparatively small, leaving more room 
for the rest of the displays and giving the 
graphics a sharper image (of course you can 
always place the other displays behind the 
graphics window so as not to infringe on the 
= But if it's amore dynamic display you 
Want... 





= “ne j tad 
= oo 


* Presto! The graphics window is doubled in 
size at a stroke. It's slightly chunkier as a 
result, so it's up to the user to decide which 


size is preferred. 
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“SUCH IS the flexibility of the windowing 


system that everything inside is re-jigged 
when a frame is resized. The text window is 
the best example of this, with the words 
being re-justified inside the window so that 
you can always see the whole text, even 
pee the frameis an inconvenient shape as it 
5 here. 





WONDERLAND'S §self-mapping facility 
means that you don't have to wander around 
aimlessly looking for a location (although 
only places you have already visited are 


shown). Locations above or below ground 
level, for example an upstairs bedroom or 
Cave network, are inset over the location 
from which they lead, thus keeping things as 
uncomplicated as possible. 
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A NEW young artist by the name of Dermott Powers has produced the gorgeous cover 
illustration for Wonderland (centre) along with a selection of less elaborate but equally 
impressive pencil sketches, which eventually brighten up the pages of the manual. But not 
even Dermott can go straight to the easel with his ideas, and so everything is sketched out 
first — his original rough for the cover artwork is on the left. 
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JUST ONE of the gorgeous animation 
sequences that add to the atmosphere of 
Wonderland, with Tenniel’s ‘original’ novel 
illustration on the left. Here the Fish- 


footman delivers the invitation to the 
Queen's croquet party to the Duchess’ 
house. 





a BTSs A 

THE WONDERLAND forest is the perf 
place to demonstrate how moving objects in 
the graphics window can be manipulated 
just like any other item. Here, adeer has been 
caught in mid-gallop by the mouse and the 
menu listing the available options is already 
raring to go. 
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adventure game is the remarkable logic 
and character that it has. It's a very nich 
tapestry.” 

While Wonderland is of course based on 
Lewis Carroll's book, it's not a straight 
copy of the storyline. Instead it's a 
recreation of Lewis Carroll's Wonderland 
world, with the bizarre characters and 
locations and situations reproduced as 
authentically as possible. 

The player is Alice, and the action 
unfolds as the book does, with the young 
lady sitting bored by the river bank with her 
sister, Emily — until Alice follows a talking 
rabbit through a gap in a hedge and into 
Wonderland. From then on everything is 
unreal as you attempt to dream your way 
through the mystical world and make it 
safely to the end. All of Carroll's most 
famous characters are there to be found 
and accosted, including the Mad Hatter 
and his equally mad friand the March Hare, 
the tyrant Queen, the Mock Turtle, the 
Cheshire Cat, The Duchess... the list goes 
on almost as long as the book does. But 
don't expect to see Tweediedum and 
Tweedledee, who only ever appeared in 
Alice Through The Looking Glass. 

Butthe original story extends far beyond 
just the characters and locations — many 
of the puzzles are based around it, too. 
Remember the ‘Drink Me’ potion that 
makes Alice bigger and smaller? Here it's 
a vital element, as Alice has to adjust her 
size and weight to solve many of the 
game's problems. 

Bearing in mind the ‘nice’ nature of the 
story, it'simpossible for you to come to any 
serious harm as you travel through 
Wonderland. Since everything is a dream 
anyway, the worst that can happen is you’ 
wake up back by the riverbank and having 
to start again. Wonderland ts a little over 
110 locations in size (the biggest Magnetic’ 
Scrolls game ever, by the way) and David! 
describes the puzzles that stand between 
you and success as ranging between very! 
easy and very difficult. But then given the 
standard of past Magnetic Scrolls efforts, 
it's not going to be an easy ride anyway. 

David first drew. up an initial game 
specification back in late 1987, when he 
was a freelance game designer. He 
showed it to Magnetic Scroll's co-founder 
Anita Sinclair, who was quick to take onthe 
project, adding some revolutionary ideas 
of her ownin the form of a window, icon and 
menu system of execution. “At the time, | 
was working on my own game, where | 
wanted to have multiple windows working 
simultaneously,” Anitareveals. “Butwhen 
| saw Wonderland, it became obvious that 
itwas a much better game than the one we 
were working on, so we shelved that and 
redefined the ideas that we had for it for 
Wonderland instead." 

“The whole idea of the window system 
we've developed is to take adventures into 
the next generation. What we found was 
that people enjoyed the format of text 
adventures — itis, from a gameplay point 
of view, the most flexible genre there is — 
but the problem people had was that when 
you see a text adventure for the first time, 
it's not too obvious where to start or what to 
do, and the other problem is that people 
seem to have a huge aversion totyping. So 
what we wanted to do was to design a 
system where you can have all the 
flexibility of atext adventure game, butwith 
neither of these problems." 

The result is a system where all the 
information you need (and more) is 
displayed via a series of movable and 
sizable windows. It's a system similar in 
concept to the ones that control the Amiga 
and ST environments, where windows 





A HANDY ‘tile’ option has the computer 
shuffle all the current windows around in the 
tidiest and most space-efficient way. Once 
it's done, you can mess about with the 
display some more to produce your ideal 
set-up. 





icons and boxes are dragged around to 
perform functions easily. Butthis system's 
much more sophisticated, as Anitais keen 
to point out: “The flexibility of the system 
means that anybody can use it with the 
minimum of practice, and that you can use 
itanyway you like. You can play it either as 
a Straight text adventure with no windows 
or graphies, or play it mainly using the 
windows and icons system.” 

Because the level of operational effort 





IN A SIMILAR style to Magnetic Scrolls’ old 
cypheric hints, Wonderland features a 
comprehensive on-line help facility. There's 
no messing around typing in codes from a 
book — now all you do is select the problem 
you want from the HELP menu. Of course, it 
can be tempting to look up the answer every 
time you run into a problem and thus finish 
the game in a matter of hours, but Magnetic 
Scrolls is confident that most adventurers 
aren't so weak-willed. 





5 it 
MAGNETIC SCROLLS in all its glory. From 
left to right: Richard Huddy (complete with 
inflatable dinosaur), Mark Taylor, Chris Kent, 
Ken Gordon, Anita Sinclair (obscured by 
leaves and sporting the latest in Magnetic 
Scrolls designer stained-glass windows), 
David Bishop (also obscured by leaves), Paul 
Finley, and Doug Rabson. Camera-shy Hugh 
Steers is out of shot. 
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required is minimal, the player is left with 
more spare brain-power to apply to the 
puzzles. You can have as many windows 
as you like anywhere on the screen, and 
while this may sound like a fancy frill, it's 
actually an invaluable aid. Apart from the 
mandatory text window, there's a variable 
graphics window (more of that later), a 
compass for moving around, a self- 
drawing map to charter your movements, 
and two object windows — one for the 
objects you currently carry and one for the 
objects in your location. This means that 
you can move about the map with simple 
logical mouse clicks and no fear of getting 
lost through no fault of your own. It also 
means that object manipulation genuinely 
couldn't be easier. To pick up or drop an 
object, all you have to do is click on it and 
drag it from one window into another. 

Sure, windows and icons have been 
employed by adventure games in the past, 
but none have ever been as flexible — or 
indeed useful — as this one. Magnetic 
scrolls is confident that it will help to give 
Wonderland a much wider appeal by 
opening adventures up to people who 
normally wouldn't touch one with a 
boathook. 

Producing such a complex system 
meant that the game itself and the 
windowing system were developed almost 
independently of one another, and were 
only meshed together when both wereina 
competent and functional state — noteven 
David Bishop saw the two working as a 
single element until quite receotly. 

But if anything in Wonderland is more 
revolutionary than the windows, it's the 
graphics system. Magnetic Scrolls has 
always had a reputation for high-quality 
visuals, but here it's surpassed anything 
it's achieved before. Every location has an 
accompanying graphic (in the form of a 
window of course) and a good deal of them 
(especially those with creatures on 
screen) aren't so much pictures, but fully 
animating sequences. You can watch the 
Duchess’ maid stirring the soup, sit back 
and observe the Mad Hatter's tea party 
and even see the wildlife running through 
Wonderland forest! 

What's more, items and people seen in 
the graphic window can be selected and 
manipulated even while they move, and for 
extra aesthetic effect, the frame can be 
re-sized, allowing you to scroll around 
inside it, viewing only a small portion at a 
time (a sight that has to be experienced to 
be appreciated). But while the results of 
the new graphic style may be impressive, 
it's caused nothing but headaches for the 
graphics team, as artist Chris Kent 
explains: “Whereas before we just drew 
Static screens, now that everything Is 
animated we have to design screens as 
separate elements and then piece them 
together. It's harder work and it takes 
much longer to do, but the results are well 
worth it.” 

Given the amount of time and effort that 
Magnetic Scrolls has invested in its 
windowing and graphics systems, 
Wonderland will not be the only game to 
use it. All future products will be developed 
around the same system. A couple are 
already on the starting blocks now — not 
that Anita is going to say anything about 
them. “We don't believe in hyping our 
games, because they take so long to 
develop,” she says. “Three years ago we 
could have told you we were developing a 
game called Wonderland, but you 
wouldn't have known any more than that 
until now, 0 what's the point?" 

At least there's Wonderland to keep us 
busy... 














JULY 1990 


THE INTRODUC- 
TION of Magnetic 
Scrolls’ new 
animated picture 
system means that 
the task of produc- 
ing the visuals is 
more difficult — but 
ultimately more 
rewarding. A brief 
outlines the graphic 
reguirements (in 
this case, it's “Do us 
the Duchess’ 
Kitchen”), and a 
simple painting is 
produced to give an 
idea of how the 
screen will be com- 
posed (Picture A). 
With that in mind, it's 
off to Neochrome on 
the ST to produce 
some scenery (Pic- 
ture B) and, as a 
separate picture, 
the animation 
frames for the 
characters in ques- 
tion (Pictures C & D) 
— in this case the 
Duchess, her baby 
and the maid. The 
characters are then 
combined with the 
scenery to produce 
an almost-finished 
screen (Picture E), 
before finally it's 
touched up and, in 
this case, mirrored 
and framed artis- 
tically, to produce 
the final animated 
screen (Picture F). 
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lf only everything in life could be a simple as a subscription to The One. For £24, anyone in the UK can have The One delivered to their 
door, once a month for a year. The equivalent service for Europe costs £33 (Letter Mail) or £42 (Surface Mail). Air Mail delivery to The 
Rest Of The World costs £52. Send Cheques, Postal or Money Orders to: The One Subscriptions, PO Box 500, Leicester LE99 OAA. 
Alternatively, Credit Card Owners can use the Subscriptions Hotline on (0858) 410888. 
Subscription Enquiries are answered on (0858) 410510. 





FULFILMENT: ALAN WELLS INTERNATIONAL, MEMBERLINE HOUSE, FARNDON ROAD, MARKET HARBOROUGH, LEICESTER LE16 9NR. 








3 tor Your nearest (6 bit gaines S0CCialist 


CORNWALL 


Truro Micro Ltd 
Bridge House, 
Mew Bridge St, 
Trura, 

Cornwall TRI 2AA 
0872 40043 


DEVON 


Computerbase 
2! Market Ave, 
City Centre, 
Plymouth, 
Devon 

0752 672128 


Flagstar Computers Ltd 

The Totnes Computer Centre, 
| Apple Lane, 

High Street, 

Totnes, 

Devon 

0803 865520 


, = . 
DORSET 

Columbia Computers 

|? Columbia Road, 

Bournemouth, 


Dorset 
0202 535542 


ESSEX 


Starbyte Computers 
4/6 Cranbrook Road, 
Gants Hill, 

liford, 

Essex G2 6HVW 

Ol 5/8 1221 


ee eee 
HERTFORDSHIRE 


Faxminster Ltd 

25 Market Square, 
Hemel Hempsted, 
Hertfordshire 
O442 55044 
Games Keeper 

10 Station Read, 
Letchworth, 
Hertfordshire 
0462 672647 
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LANCASHIRE 


WU-Data 

203 Stamford Street, 
Ashton under Lyme, 
Greater Manchester, 
Lancashire 


061 3390326 
ee emer 


LONDON 


Spectresoft 


Jubilee Covered Market, 
Covent Garden, 
London WC2B 

O83! 469293 


Video Centre 

2 Denmark Terrace, 

Fortis Green, 

London M2 

08! 365 2840 
ee ee eee 


NOTTINGHAMSHIRE 


Long Eaton Software Centre 
Commerce House, 

West Gate, 

Long Eaton, 
Nottinghamshire NGIO |EG 
0602 728555 

ee en ee ee er es sr) 
MIDDLESEX 

JKL Computers 

/ Windsor Street, 

Uxbridge, 

Middlesex 

0895 51815 

Fax: 0895 811701 
ee err a se | 
SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street, 
ipswich, 

Suffolk 

0473 21996! 





SURREY 


Barkman Computer Services 
Ist Floor, 

Cardinals, 

Kingston, 

Surrey KTI| IVY 

Ol 546 594] 





SUSSEX 
Gamer Computers 
1! East Street, 
Brighton, 

Fast Sussex 

O2/3 72868 | 





WALES 


Bucon Ltd 

Micro Store, 

35/36 Singleton Street, 
Swansea 5A! JON 
0792 467980 


WARWICKSHIRE 


SPA Computer Centre 
68 Clarendon Street, 
Royal Leamington Spa, 
Warwickshire 

0926 337648 

Fax: 0926 425985 


OFTWARE CITY 


Unit 4, B.D.C., 21 Temple Street, Wolverhampton. WV2 4AN. 
Tel: 0902 25304. Fax : 0902 712751 


VISA | 


AMERICAN DREAMS 
HOSTAGES, 
BUBBLE GHOST 
& SUPER SKI SIM 
ST & AMIGA £16.99 


SIXTEEN BIT COMPILATIONS 


WORLD CUP COMPILATION 
KICK OFF, TRACKSUIT 
MANAGER & INT. SOCCER 
ST & AMIGA £16.99 


ALL TIME FAVOURITES 
TEST DRIVE, MEAN 18, 
FAMOUS COURSES 142 
& HARDBALL 
ST & AMIGA £19.99 


a 


CALL US ON : 24 HOUR CREDIT CARD HOTLINE 0902 25304 


TRIAD VOL 3 


SPEEDBALL, BLOOD MONEY 


& ROCKET RANGER 
ST & AMIGA £19.99 








THRILLTIME PLATIGNUM Vol 2 
IKAR) WARRIORS, BUGGY BOY, 
BOMBJACK, SPACE HARRIER, LIVE 
& LET DIE, THUNDERCATS, BEYOND 
THE IGE PALACE & BATTLESHIPS 
ST & AMIGA £16.99 


MAGNUM FOUR 
OPERATION WOLF, 
AFTERBURNER, DOUBLE 
DRAGON & BATMAN 
THE CAPED CRUSADER 
ST & AMIGA £19.99 


LIGHT FORCE 
R TYPE, |.K.+, 
VOYAGER & BATMAN 
THE CAPED CRUSADER 
ST & AMIGA £16.99 


EDITION ONE 
DOUBLE DRAGON, 
AENON, GEMINI WINGS 
& SILKWORM 
ST & AMIGA £16.99 


GIANTS PRECIOUS METAL 
GAUNTLET 2, CAPTAIN BLOOD, XENON, 


STREET FIGHTER, 1943 ARKANOID 2 (ST only) SUPERHANG | 
ON (AG only) CRAZY CARS 
ST £16.99 AG £16.99 


AMIGA 1/2 MEG EXPANSION 59.00 
AMIGA 1/2 MEG EXPANSION + DUNGEON MASTER 69.00 
AMIGA 1/2 MEG + CLOCK + DUNGEON MASTER 79.00 


WINNERS 
THUNDERBLADE, L.E.D 
STORM, BLASTEROIDS 

& THE MISSION 2 
ST & AMIGA £19.99 


& OUTRUN 
ST & AMIGA £19.99 





4.5 inch DOUBLE SIDED, DOUBLE DENSITY WITH LABELS 
1 = 0.79 10 = 6.99 25 = 16.99 
MOUSE MATS 2.99 ST & AG EXTENSION LEADS 5.99 


THE ABOVE TITLES REPLACE THE INCORRECT COMPILATIONS PRINTED IN THE SOFTWARE CITY ADVERT ON PAGE 49. 
WE APOLOGISE FOR ANY INCONVENIENCE CAUSED TO OUR CUSTOMERS. 
IF YOU HAVE ANY QUERIES PLEASE DON'T HESITATE TO CALL US ON THE NUMBER PRINTED ABOVE. 








GET 'EM 
HERE 
AMIGA 

All the Amiga ware 
featured this 
month come from 
Demon Software, 
Harbledown, 
Westland Green, 
Littla Hadham, 
Hertiordshire, 
5611 ZAG. 


ATARI ST 
Scanners AVS is 
“available from The 
Other PD Library, 
108 Kenmare 

Hoad, Wavertree, 
Liverpool L15 3HQ. 


Riverdene PDL 
provided The 
Teenage Mutant 
Hero Turtles and 
Defcon 1. The 
address is 63 
Wintringham Way, 
Purley On Thames, 
Reading, Berks, 
AGE BBH. 


Richard Hollins’ 
work came direct 
from Aichard 
Hollins at 7 Trevor 
Drive, Caverswall, 
Stoke-On-Trent, 
Staffordshire, ST11 
SER. 


IBM PC AND 
COMPATIBLES 
Nothing doin’ this 
time around. But! ti 
looks like we might 
have some 
MD-DOS wares in 
time for the next 
issue 
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DEMOS, Public Domain, Shareware, Freeware... Call 
it a load of old rubbish. Call it what you will. Hey, as 
long as computers are used for fun, the art of the 
demo will still be with us (ugh). So come on all you 
fun-lovin’ Amiga, ST and PC artists (ho ho). Why not 
drop us a disk in the post of your finest digital daubs, 
ambitious animations, saucy sonics or all-round 
coding skills. Send them to: DEMOS, The One, Priory 
Court, 30-32 Farringdon Lane, London EC1R 3AU. 
And don’t forget to enclose a stamped addressed jiffy 
bag if you want your work returned. 








THE DEMO Of The Month Award goes to 
Scoopex for its 459th Annual Megademo. 
Mental Hangover! is a cascade of colour, a = 
a sizzling stream of sound, and a very bat 
deftly programmed piece of entertain- El alia 
ment. Good use of graphics and an 
impressive display of programming skills, 
without too much emphasis on self 
congratulation. It shifts from piece to piece 
vary smoothly with the minimum of delays 
for loading and the like, and no single item 
outstays its welcome. A first class bit of 
computer ‘art’ if ever there was one. The 
best bits are the stunning ‘stencil vectors’ 
(shapes filled with patterns which scroll in 
different directions!) and the amazing 
‘bubble starfield’. Brilliant. 

The Bad Taste Award goes to Fraxion 
for Revenge. It's a series of seven Video 
Nasties in which a person is chopped with 
a hatchet, cut in half with a chainsaw and 
shot in various ways. A light-hearted 
commercial break (advertising chain- 
saws) punctuates the proceedings. Fun 
for the more perverse members of the 
family, especially with the facility to play 
the sequences back andforth via simplistic 
‘video’ controls. 

The Rebels’ Megademo, the team's 
first since the brilliant Subway, is a little 
disappointing but still worth a look. The 
best bit is the way the lady animation from 
the Newtek Demo Reel is used as 
‘meters’ for the tune! 

On the music front there's plenty to 
choose from, with the lion's share of the 
credit going to Time Circle with Music 
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Disk. A menu of 34 different tunes is on 
offer, all Soundtrackered from the sound 
of it. The tunes vary from the plain to the 
delightful — basically there's something 
for everyone in there somewhere. 

Cryptoburners’ polygon display isn't 
as good as its ‘gear’ music, but there is 
some creditable animation. It says they 
weren't stolen from Starglider, but what 
were they borrowed from? Nice dolphin 
though. And as Rutger Hauer will tell you, 
it's not easy being one. 

On the ST side there are four pieces to 
peruse — all rather good. There's a 
Teenage Mutant Hero Turtles picture 
and scrolling message, which wouldn't be 
much fun if its wasn‘tfor the sampled tune 
from the television series. Thebestnew ST 
stuff comes from Richard Hollins. This 
smart chap gives you control over a series 
of looped samples from Duran Duran's All 
She Wants Is, along with choice clips from 
the video. Richard's also provided a 
decent picture of Roger Rabbit and some 
tunes made with Microdeal’s Quartet — 
which is very tastefully done. 

This is more than can be said for the 
Scanners AVS Animation. It's a trailer- 
like sequence digitised from the film 
Scanners and... well see it for yourself. 
Brilliant, but revolting. Finally on the ST 
there's the Watchmen. No, it's nothing 
from the graphic novel or the film. It's 
simply the name of the crew who did the 
deed. That said, a Watchmen Smiley logo 
does feature — along with a pleasant 
enough tune. And that yer lot! 
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COMPUTER SPECIALIST 


10 Chandlers Court, Eaton, Norwich, NR4 6EY. 
Telephone: Norwich (0603) 503382 


DISKS! DISKS! DISKS! DISKS! 


10 3.50" DISKS + CASE £7.75 10 5.25" DISKS + CASE £4.00 
25 3.50" DISKS £16.00 25 5.25" DISKS £9.50 
50 3.50" DISKS £30.00 50 5.25" DISKS £18.00 
100 3.50" DISKS £58.00 100 5.25" DISKS £34.00 
80 CAPACITY BOXES £6.50 100 CAPACITY BOXES £6.50 


ALL DISKS COME WITH 2 FOR 1 LIFETIME GUARANTEE: 3.5" MADE BY SONY. 


CALL FOR PRODUCTS GAMES ATARI LYNX 
NOTLISTED _ RRP MPH NOW ONLY 


WE CAN OBTAIN £19.99 £14.50 £157.99 


ANYTHING WITHIN £24.99 £18.50 
A otis stints MOST RELEASED GAMES IN STOCK. | LYNX GAMES 


. —— NEW GAMES SENT ON DAY OF RRP MPH 
ST PD CATALOGUE RELEASE. £29.99 £22.00 
| DISK £1.00 £34.99 £25.50 


ACCESS/VISA 


HOTLINE [> 


0273 746467 







ALL ORDERS SENT BY 
FIRST CLASS POST 
WITHIN 24 HOURS 

(Subject to availability) 









| 3.5) DS/DD DISKS 
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Battie Mastar aa be. Po Magnum & a8 1.35 Accolade Fawountes 295 «(808 Marihuntee 7 HH) 61S 
Bade Warns Mea | (110 Matra Marauders 199.0 AMOS — The Creator a5 4% Matra Mariuders 9313.10 4 
Breach 2 439 «16100 Midwinter 9 1935 — Blade Warner M99 16.10 © Midwinter ae 13% | Quality Unbranded 
B55 Jane Septic Me 161 Minja Sgerri Mo 6 (iB Breach 3 Mo 66 OPEL Necronam Mos 616.10 a : 
Cartoon Capers a4 6110 Pipamana M9 |= (bE 6.5.5. Jang Sepmue Mo 6 Ninja Spirit 4 | (1610 . 
Castle Master ns 110 Player Manager 1910 Cartoon Capers i Pirates Mi | (DID ri 
Combs Racer a4 VE 1 Power Up 4 1.00 Caste Master A 861600 Player Wlanager 190 1. LO) 7 £4.95 
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NO-ONE is entirely sure when and where 
martial arts originated, since few 
documented records exist. There are a 
couple of current tusslers for the title of 
founder: one was a fighter known as 
Vajramushti, a mercenary used by the 
Indian warrior class (the Kshatnya) in 1000 
BC. His combat style was so effective that 
his techniques were soon copied in China 
and 50 spread to the world. 

The second candidate reinforces the 
belief that the arts were born in India: 
Bodhidharma, the founder of Zen Budd- 
hism in the sixth century AD, reputedly 
journeyed across the Himalayas from 
India to China and taught the first martial 
art to the monks in the Shaolin Temple in 
China's Hunan province. It was little more 
than a form of controlled breathing, but the 
associated prestige has contributed to the 
temple's worldwide renown. 
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Can Gordon Houghton 
unravel the mysteries of 
karate kicks and chop- 
socky flicks without caus- 
ing himself a ninja-ry? 
Shuriken. 





There are other, more nebulous clues, 
such as oriental statues dating back to the 
first century BC, depicting temple quar- 
dians adopting martial arts stances. The 
line stretches back further: Plato mentions 
an early Greek art similar to karate in 150 
BC. In fact, the oldest martial art known to 
man is probably the Greek pankration 
(meaning ‘all powers’): it's an ancient 
discipline developed from early forms of 
boxing and wrestling in which mind, spirit, 
hands and feet are combined in all-out 
combat. Similar to modern karate kata, it 
was an established Olympic sport in 648 
BC 


Whatever their origins, martial arts in 
their pure form are not sports: skill and 
control serve the demands of traditional 
form and ritual. Their expression in 
competition is a relatively recent develop- 
ment — sport has added full physical 


contact, rules and macho ethics — but ¢« 


paradoxically, many of the modern arts 
developed from ancient and necessary 
techniques of self-defence. Traditionally 
these encompassed all forms of combat, 
with or without weaponry. 


OCCIDENTAL TREATMENT 

Martial arts weren't fully introduced in the 
West until the late ‘60s, when several 
coincidental events accelerated the pro- 
cess of acceptance: Nixon's visit to China, 
an ongoing revival of mysticism, the 
introduction of acupuncture in modern 
medical science, increasing street 
violence and the rise of Bruce Lee as the 
first Chinese-American film star. There 
were already a few karate schools in 
existence — Robert Trias claims to be the 
first, established in Phoenix in 1946 — but 
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FEATURE 


SLICK 
KICKS AND 
THICK 
STICKS 


APART from the 
three main Wester- 
nised martial arts 
there are hundreds 
of arts more widely 
practised in the 
Orient. This is just a 
selection of the 
more popular ones. 


AIKIDO 

FOUNDED in 1942 and 
based on nonresistance 
with an assailant. It has 
few attacking blows, con- 
centrating on deflecting 
ihe opponent's sinke. 


ESCRIMA 


THE MOST popular mar- 
tial art in the Phillipines, 
best known for its use of 
two short siicks in com- 
beat. 


JEET KUNE DO 


BRUCE Lee's own inven- 
bon ‘the way of the 
inlercepting fist’, A hytrid 
of all martial arts, largely 
determined by the 
Indmvedual and siressing 
fluid motion and adap- 
tability. The paren 16 
more important than the 
style. 


JODO 


‘THE WAY of the siaff, 
which came to its founder 
ina revelation in ihe 16th 
Century. The staf must 
be two metres bond. 


JUJUTSU 


THE AAT trom whach 
Both judo and akhida 
flock root: an earty 
Japanese hand-to-hand 
combat discipline 
characterised by 
Kickireg. Striking, 
jaint-locking, throwing. 
holding, choking and 
Lease Of weapons. 


KENDO 

MODERN Japanese 
fencing performed with 
bamboo swords and 
protective chathirw. tt 
reaches beck to Japan's 
feudal days: by the late 
1TTO0s, sword practise 
was ritualised., 


KICK-BOXING 


THE NATIONAL sport in 
Thailand, once a 
hand-to-hand combat 
method used to 
Supplement more 
traditional warfare. 


KWONPUP 

AN EARLY Chinese 
nethod of unarmed 
comibat which spread to 
and wee popularised in 
Korea from 1147-1170, 
It developed later inta 
two advanced systems 
and was the earliest 
forerunner of 
taekwonda. 


KYUDO 


LITERALLY, ‘the way of 
ihe bow’ — an art dating 
from the Third Century 
AD. Success doesn't 
necessarily mean hitting 
the target: it's more a 
Question of Eeing in the 
nght frame of mine 
when reteasing the bow. 








inthe ‘60s the trickle became a flood. Inthe 
US alone it's now an industry estimated in 
billions of dollars. 

Inevitably, this popularisation has 
pushed commercialism ahead of the more 
spiritual origins. Aside from tournaments, 
demonstrations, contact sport competi- 
tion, clubs and police training, there are 
Bruce Lee T-shirts, hero posters, equip- 
ment and clothing, Gl Joes with kung-fu 
grip, comics, TV panel talkies and, of 
course, computer games. At its height in 
the ‘70s, the American martial arts industry 
spawned 13 active magazines and two 
massive dojos — one in New York (32,000 
square feet of floorspace) and New Jersey 
(sitting on 34 acres of land). 


BELT UP 


Many ancient elements are still retained 
however, the most obvious of which is the 
system of awarding belts according to 
rank. When karate originated all belts were 
white: since it was never washed, the belt 
gradually became black over a period of 
years from accumulation of soil and sweat. 
When the coloured-belt system was 
instituted it followed tradition by having its 
colour become darker as a student 
advanced in rank, thus implying 
experience. Physical prowess isn't the 
sole qualification, though: inmost classical 
styles a practitioner can tattain ablack belt 
until 16 or 17 (in America, children as 
young as nine held the coveted rank purely 
for publicity stunts), and there are only a 
score or so 10th—grade black belts alive 
today. Famous karate black belts include 
Sean Connery and Elvis Presley, and 
Jimmy Connors has launched a kick or two 
in his time. 

The bow, retained as the formal startofa 
bout, is a traditional gesture of respect 
when addressing someone of higher rank. 
Mastering the art of breathing is still 
emphasised because in conjunction with 
the execution of a technique it increases 
striking power — it's also used for relaxed 
meditation and during dynamic-tension 
kata. This last discipline involves the 
standard macho pose of a practitioner 
tightening his body whilst an assistant 
strikes him with maximum power to test his 
endurance. 


THE FIRST NINJA 


THE MOST celebrated martial artists in films, 
games, comics or real life are the enigmatic 
ninjas. The word literally means ‘invisible 
assassin’, and was most meaningfully 
applied to a group of specially trained 
military spies in 17th Century Japan. Their 
art, ninjutsu, originated between 500 and 300 
BC, and combined bushido discipline with 
numerous martial arts practices. 

in 400 BC the famous treatise of General 
Sun Tzu called The Art Of War established the 
classic ninja code of practice: appear, 
harass the enemy then melt into the 
background. Within the framework of this 
tactic there are many detailed requirements: 
a ninja must remain concealed, attack 
without warning, escape and hide. A ninja 
needed an all-round knowledge of people, 
places, terrain, psychology, medicine, 
poison and a wide range of weapons. 

The ninja clans lived in close-knit com- 
munities with a hierarchical structure. 
Scrolls outlining the code were their most 
treasured possession, and a strict rule of 
silence and secrecy was observed 
throughout their history. Children born into 
the Iga and Koga clans, two of the most 
powertul ninjutsu organisations, were par- 


THE ONE 


MARTIAL LORE 


THE THREE most widely practiced martial arts 
disciplines are karate, judo and kung-fu. 


KARATE 

KARATE literally means ‘empty hand’ or ‘China 
hand’, and stemmed from the Okinawan word 
‘te’ (hand). ‘Te’ was the influential form of 
unarmed self-defence used by Okinawan 
peasant farmers. 

Karate dictates that three qualities determine 
the effectiveness of a fighter: confidence, desire 
and physical/mental ability. Its practitioners go 
barefoot because on the island of Okinawa, 
where the art originated, the terrain consisted of 
sott sand, which led to karate experts developing 
tough calluses on the soles of their feet. Even 
now, many hardened followers develop large 
knuckles three times normal size by rubbing their 
hands on rough surfaces: one technique 
involves stabbing the hand into a bag of rice to 
develop coarseness, then into a bag of beans 
when the skin is tough enough. 

Karate uniforms are made of lightweight fabric 
for durability and speed — factors required in the 
art itself. It's a discipline widely known for its 
chop, or ‘shuto" (knife hand): it's even claimed 
that there were times in Japan when experts had 
to register their hands as weapons at the local 
poloe station. 

Though the reverse punch is the most 
commonly used technique, the karate kick is the 
most spectacular. Practitioners never kick with 
their toes: hese are turned upwards, and it's the 
ball of the foot that strikes an opponent. The 
discipline emphasises that stance is important 


ticularly trained in sophisticated methods of 
escape: remaining underwater for several 
minutes at a time, climbing cliffs and walls 
like human flies, deceiving pursuers by 
appearing dead, displacing their joints to slip 
out of knots, and predicting meteorological 
conditions to their advantage. Clan honour is 
legendary: ninjas reputedly bit off their 
tongues and bled to death in captivity rather 
than submitting to torture and confession. 

The uniform is designed to matchthe code: 
soft boots divide the big toe from the rest to 
ease climbing. Black, heavy-duty uniforms 
have extended sleeves to cover pale hands at 
night. And the famous hoods (now hardly 
ever worn) only revealed the whites of their 
eyes. A ninja concealed his name, objectives 
and techniques even to the point of death: 





for mobility and stability, and teaches that 
maximum power is achieved through speed 
rather than mass — the force of akarate punchis 
reputedly equal to a sledgehammer blow. 

There are literally dozens of karate sub- 
divisions, including Korean taekwondo and 
Sport Karate. This latter 
version is divided into non-contact, semi-contact 
and full contact competition, but it wasn't until 
1968 that rules were fully established and 
excessive contact was penalised. 

The Professional Karate Association was 
founded in 1974, and at its height one fight 
attracted 50 million viewers worldwide. The sport 
is also unique in using the roundhouse kick, the 
only one that can be brought around an 
opponent's hands to strike the face or body. 
Stars of karate tournaments adopt nicknames 
like stars of the wrestling ring: Monster Man, 
Giant Killer and The Golden Greek have all 
kicked skin together. 

More famous than any of them though, is 
Japan's Mas Oyama. He specialised in karate 
demonstrations against bulls, and in his lifetime 
fought 52 of them, severing the horns from 48 
and killing four others that were marked for 
slaughter. Karate experts are better known for 
breaking boards than bulls, andthe current world 




















record is 2,000 rooting tiles smashed in three and 
a half minutes by a British quartet. 
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one never appeared in public without ’ 
disguise. 

Their weapons and tools are many and 
varied: a short staff (hanbo), metal claws for 
climbing and defence, chains weighted at 
one end, and powder which can be blown 
into an enemy's eyes. The ninjutsu student 
also studies most of the recognised 
Japanese martial arts weapons, as well as 
unarmed combat techniques — anything the 
body can do to preserve itself is seen as 
legitimate. The most controversial ninja 
weapon — the shuriken — was used not only 
as a direct missile but also for scattering 
beneath the feet of horses. They were 
dropped from aeroplanes in World War |, and 
even caused their fair share of problems on 
the software scene... System 3 provided a 
rubber shuriken star with its 8-bit incarna- 
iions of The Last Ninja 2. The ‘weapon’ was 
promptly banned by WH Smiths. 

In recent years the movement has 
undergone a dramatic change of heart under 
the leadership of Or Masaaki Hatsumi: the 
ninja are now presented as men and women 
who are trying to help one another and 
society, still using sophisticated forms of 
martial arts. Meanwhile, US authorities such 
as the FBI have resurrected ninja techniques, 
and the Green Berets and SAC teams of the 
‘50s both used a martial arts training 
programme not dissimilar to ninjutsu. 
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ANIMAL movementand the reactions of animals 
in battle with other creatures is what inspired 
kung-fu. Observing the way a cat can defeat a 
much larger animal by an instinctive thrust of the 
claw to the eyes led to kung-fu's open-hand 
eye-slash. 

There are hundreds of different styles but only 
five fundamental sources of inspiration from the 
animal kingdom. The crane provides balance 
and quick foot movements, the dragon spiritual 
grace and flexibility. The leopard is a model of 
strength and power, the tiger an example of 
clawing exercises and bone-building. Finally, 
there's the snake which inspires the develop- 
ment of inner power in order to make pinpoint 
strikes on body targets. This inner power is a vital 
element: America’s Karate Illustrated Magazine 
once ran a story about a 107-year old master 
who, simply by the movements of his hand could 
make aman standing across the room flinch and 
waver. 


THE ONE 


JUDO 

FOUNDED in the late 1800s, judo is by far the 
most organised and structured of the martial 
arts, having developed from a secretive fighting 
discipline into an Olympic sport (it's one of 
Japan's national sports, so was first accepted in 
1964 in Tokyo). It's also the first martial art to 
have reached the outside world from the East. 
Judo is one of the ‘Budo’ family — the 
encompassing term forthe ‘do’ arts such as judo, 
kyudo and aikido — and means ‘to stop conflict’ 
or ‘gentie way’. Itstems from earlier arts such as 
jujutsu-ryu and shorin-ryu. 

The uniform (gi) is heavy because it has to 
withstand severe tugging al the lapels where 
players grip to execute throws. It's while 
because that colour symbolises purity. Three 
factors compose a judo throw: kuzushi (putting 
off balance), tsukuri (entry) and atemi waza 
(execution). The all-important movements to 
leam are the breakfalls — learning to fall without 
injury. Its study is dividad into four major parts: 
throwing, grappling, striking and resurrection 
techniques. 

Jigoro Kano, its founder, determined that its 
ultimate goal should be to achieve the 
harmonious development and eventual perfac- 
tion of the human character. This explains why 
no one has ever achieved the ultimate 12th 
grade black belt (fifth degree black belt and 
above are honorary awards). Famous practi- 
tioners include Theodore Roosevelt and James 


Cagney. 


One of its most famous moves is the iron palm, 
which reputedly enables a fighter to attain an 
internal physical heat which is projected via the 
palms, creating a deadly weapon — the 
forerunner of the ‘death touch’. 

Unlike karate, practitioners wear shoes: 
traditionally the discipline was practisedon rocky 
and uneven land — footwear prevented 
lacerations. 

The term kung-fu actually means the time 
spent by a person to perform a specific task, and 
it relates to the legend of graduation from the 
Shaolin Temple. A student had to pass three 
tests: the first was an oral kung-fu history and 
philosophy examination. The second test was a 
journey through a booby-trapped hallway, lined 
with 108 dummies armed with weapons and 
triggered, and the third involved the student 
lifting a 500-lb smouldering urn, which burnt into 
the flesh two indelibly sculptured symbols of a 
tiger and dragon. 











KICKS, CHOPS AND CHIPS 


AVAST range of 16-bitgames employ fighting elements, but few 
are out-and-out pure oriental beat ‘em ups. Until very recently 
this latter category relied, give or take a move, on the 16-move 
standard (the maximum number of joystick positions, doubled in 
conjunction with the fire button). Games such as Budokan and 
Oriental Games look set to redefine the genre: multiple 
disciplines, tournament structures, programmable moves anda 
wide range of kicks, punches and head-butts have given the 
form a new lease of life. 

But what makes a good beat 'em up in the first place? It's a 
diverse combination, but the essentials appear to be polished 
presentation, pixel perfect accuracy and intelligent computer 
opponents. 

Archer Maclean, programmer of the original 8-bit Interna- 
tional Karate and the 16-bit incarnations of IK, equates a good 
beat ‘em up with a good game: “They need an awful lot of care 
and attention — games these days are just so poorly produced.” 
He places the computer's response above everything else: “It's 
got to realise what you're doing on a frame-by-frame basis. It 
shouldn't play randomly, but intelligently — and everything's got 
to be carefully scaled, so that as the game gets harder, the 
accuracy and speed of the computer's decisions has to get 
better.” 

In IK+, the computer always knows how far away you are to 
the nearest pixel and how far each of your main hit centres are. 
It's also constantly consulting a table of punches which are 
guaranteed to floor you and makes better decisions the higher 
you progress through the levels (at level 30 it's 100% accurate, 
and you either have to constantly move quickly, block or run). He 
doesn't agree with multi-loading beat ‘em ups, which is why he 
programmed IK+ with a very simple restart feature: “You're 
never in a position where you're not sure what's going on.” 

The one fault with some beat ‘em upsis thatrepeated patterns 
can always floor opponents: IK+ was programmed to detect 
such patterns: “The computer either jumps out of the way very 
quickly or interprets the move and counters with a blow to floor 
you — soif youdid arepeated foot sweep, it would shinkick you.” 

Kevin Buckner, programmer of MicroProse’s Oriental 
Games, considers the relationship between human and 
computer opponents as the most vital aspect in the success ofa 
beat ‘em up: “It's no good if you have to resort to waggling the 
joystick and hoping for the best — you need something which 
involves a high level of computer intelligence.” 

Buckner regards the technical aspects of programming abeat 
‘em up as less important to tweaking the gameplay: “Getting the 
gameplay just right was by far the hardest part — that includes 
moves, sequence moves and computer intelligence, and 
grading them all for every level.” The only other beat ‘em up he 
rates is Budokan: “It has some really nice graphic touches." 

Steve Bak, programmer of Microdeal's Karate Kid I also 
rates the skill factor: “The more you play it the better you should 
become, so that players who play it a lot will be able to beat 
novices. Computer opponents should be progressively more 
difficult: what you definitely shouldn't get is the standard move 
procedure where you could always beat an opponent — like 
Yie-Ar Kung Fu on the 64, where you could get through the first 
three opponents easily.” He got round this problem in Karate Kid 
Il by having the computer shift its x-position slightly, so that 
repeated moves would never make constant contact. 
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BASH, SLASH OR THRASH? 


MARTIAL arts weaponry is amongst the most 
inventive the world has seen: because its armoury 
was often born out of necessity, any tool became a 
subtle extension of its wielder's fighting power. 
When the Japanese invaded Okinawa weapons 
were forbidden, so the Okinawan peasant farmers 
developed five basic farm implements which 
doubled as weapons, hiding them using kobudo 
(way of the weapons). These implements were the bo 
(a wooden stave, six feet long), sai (a kind of 
fork/dagger), nunchaku (rice flail), kama (sickle) and 
tonfa (a short stick with handle grip). 


~ FEATURE 


SAMBO 
A RUSSIAN form af 
wrestling similar to judo. 


SUMO 

WRESTLING with very 
simple rules* a victory is 
scored when any part of 
the body other than the 
feet contacts with the 
ground. Contestants 
offen weigh more than 
400lbs.. 


T'A! CHI 
CHUAN 

CREATED as a form of 
pugilism, it has evolved 
inte a calisthenic 
exercise. It's 
characterised by a 
deliberate slow-motion 
movement that is 
continuous, circular and 
rhythmic. 


WUSHU 

KUNG-FLU 
Communiai-atyle, 
Chinese Communists 
turned the martial art 
into martial athletics and 
Communal expression to 
create a spirit of 
friendship and 
excellence. 


SOME 
MARTIAL 


ARTS 


TERMS 
EXPLAINED... 


BUSHIDO 

Literally, ‘the way of the 
wamor’. A code of 
ethical behaviour 
followed by the samurai, 
whose main principe 
was loyalty to one's 
lord. The ultimate 
honour was to die im his 
Service. 


DAN 
Rank in the belt system, 


bpaJo 
A training hall where 
martial arts are taught. 


DRUNKEN 

A term applied to a 
movement whech 
indicates that it is the 
manner of perornance 
which distinguishes it, 
falher than the act itself. 


HWARANG 

Eighth century Korean 
patriots who, much like 
S@MUNal Wem in 
Japan, adhered to a 
sinct philosophical and 
moral code of ethics. 
They practiced 
hwarang-do ‘ihe way of 
the flawer of manhood’. 


HYUNG 


Korean name for form. 
The Japanese 
equivalent is ‘kata’; the 
Chinese equivalent, 
‘kwen'. 


KARATEKA 


A karate man 
Practitioner of karate. 


KATA 


Formal exercises. 


Air, breath or spirit: the 
centralised anergy of 
the body focussed to 
perform physical feats. 


os 

A common greeting in 
Japanese karate circles, 
which means anything 
from ‘newer give up” to 
‘good morning’. 
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A BUNCH OF FIVE 

For games which stick to traditional 
oriental beat ‘em up action with a wide 
variety of moves and innovative techni- 
ques, you d have to launch a hefty flying 
kick to topple this quintet... Bruce Lee 
Lives, Budokan, Chambers Of Shaolin, 
IK+, and Oriental Games are the best of 
the bunch. Even amongst these five, 
Budokan and Oriental Games kick higher, 
break more blocks and win more trophies 
than the other three, though IK+ would 
feature highly in anyone's fun chart. Of the 
other games mentioned here, not all are 
true beat ‘em ups — most incorporate 
martial arts action as a large part of the 
gameplay. 






BANGKOK KNIGHTS 

SYSTEM 3's poor attempt ata kick-boxing 
simulation is characterised by large, 
crude-looking sprites and little else. It 
ranks as one of the least playable martial 
arts games around. 


BUDOKAN 

ELECTRONIC Arts novel beat ‘em up is 
one of the first to achieve a wide range of 
moves: karate has 31, kendo 34, 
nunchaku 34, and bo 39. As wellas the four 
disciplines, it also features a one or 
two-player training ground, three difficulty 
levels and a full tournament proper. 
Presentation, apart from an occasionally 
irksome loader, is excellent, with handy 
lips and emphasis on personal ki as a 
measure of success. Animation and sound 
effects are excellent throughout, and the 
backdrops very well drawn. The intel- 
ligence level is neatly balanced: early 
tournament rounds aren't too tough, but it 
takes massive amounts of skill and 
perseverance to reach the top. Highly 
recommended for its variety, accuracy, 
superb animation and a great Rob 
Hubbard soundtrack. 
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CHAMBERS OF SHAOLIN 
UNLIKE most beat ‘em ups, Thalion’s 
features a lengthy training session before 
you are even allowed into the game 
proper. This is essentially a passage 
through the six Chambers Of Shaolin, 
each one aimed at a particular ability like 
balance, speed or strength, and featuring 
such events as jumping between four 
rising and sinking poles, dodging flying 
objects, kicking burning baskets off a 
wooden bridge and chopping through 
boards. Having developed your skills, you 
can then save your characters to disk - 
either for use against another human 
opponent or in the set task of saving your 
kidnapped sister. As well as the bog- 
standard moves there are some excellent 
specials such as Tigerclaw and splits. In 
fact, its only major drawback is ropey 
animation. 
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DOUBLE DRAGON 
IT WAS no laughing matter when the 
Shadow Boss abducted your true love to 
his Black Warrior hideout. Donning your 
deadly karate slippers you obligingly set 
offtothe rescue. The Shadow Boss's gang 
has been posted along the route toduff you 
up, but little do they know that your hands 
and feet could stop arhinoin fullcharge. To 
get the girl you have to battle your way 
through some pretty easy left to right 
scrolling stages to the hideout itself, 
picking up handy weapons such as chains 
along the way. Melbourne House's 
conversions of the Tecmo coin-op are 
poor: the title screen and music are the 
same as the original, but the similarity ends 
there. Gameplay is far too easy, with 
moves limited to basic kicking and 
punching actions against feeble opposi- 
tion. To cap it all, the whole package is 
strangled by an annoying multiload. 
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DOUBLE DRAGON Il 
UNLIKE its miserable predecessor, Virgin 
Game's conversion of DDII is competent 
and fun. The plotisirrelevant — butforwhat 





it's worth, you (Billy) and a chum (Jimmy) 
have been called back from the luxurious 
life you enjoyed as aresult of the first game 
to defeat the dreaded Linda. This unholy 
harndan has managed to resurrect her evil 
chums from Double Dragon using some 
devious Oriental magic, has killed your 
chum-ess Marian and imprisoned her 
soul. And what does that mean? Kung Fu 
City: some unique and useful moves 
include a flying back kick, spin kick, elbow 
and a spectacular whirlwind kick. 
Weapons include whips, thrown objects 
such as knives, spades, powerballs, 
chains, boxes, grenades and logs. But 
there's a twist: in the end our pocket 
heroes must defeat their own selves in 
order to resurrect Marian... 
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DRAGON NINJA 

IMAGINE’S Dragon Ninja captures the 
Data East coin-op's simple gameplay 
whilst sacrificing some of its graphical 
excellence. Sporting only a pair of 
Persil-white trousers and a low-cut black 
T-shirt, you are launched on a series of 
missions designed to test your ability to 
kick face and chuck knife. The time limits 
are strictand you only have your arms, legs 
and quick reflexes to protect you. The 
earliest couple of missions illustrate the 
point: the first has you stalking city streets, 
biffing bad guys and giving gang leaders a 
good seeing-to — the second is wholly on 
the back of a passing truck which has just 
abducted the President. For all its 
conversion qualities, the basic action is 
much like many other games of this ilk: 
multi-level progressive kicking, few 
moves, sporadic fighting, and rolling 








HUMAN KILLING MACHINE 
LIKE Vigilante, HKM was part of US 
Gold's flirtation with a 14.99 price tag — a 
relationship which ended after a mere few 
weeks. HKM plays like the Siamese twin of 
Street Fighter and stars Kwon, a 
long-legged Korean kick-boxer who likes 
nothing better than showing off and 
booting seven shades out of everyone else 
in the entire world. His opponents include 
an irate bull, a sorely irked dog and — 
unusually for this type of game — awoman. 
A taster of the gameplay's negative points 
includes poor animation, annoying sound, 
a tortuous multiload and frustrating 
difficulty. For a more complete list, take a 
look at the game itself. On second 
thoughts — don't. 
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INTERNATIONAL KARATE 


ARCHER Maclean's classic has been 
around on various formats since mid- 
1986. For reasons best to Known to itself, 
System 3 decided to convert it only to the 
ST and Pc. Unlike its excellent successor, 
it features a standard one-on-one bout 
played against a variety of backgrounds 
such as London, Athens, New York and 
Sydney. Containing a mere 13 moves, it's 
nonetheless quite slick and allows you to 
rearrange features, break shins, launch 
flying kicks, unleash punches and perform 
somersaults. Depending on how well a 
move is executed, a half or full point is 
awarded — the first player to gain two full 
points is declared the winner. Bouts last 30 
seconds and time remaining is converted 
into bonus points. By winning two bouts 
you are automatically promoted to a higher 
belt. Even though it's been overshadowed 
by its superior successor, IK can still hold 
its head up with the rest of them. 





ARCHER Maclean's polished and play- 
able beat ‘emupis stilloneofthebest. With 


three-opponent simultaneous action, 
some incredibly tough later levels, adjus- 
table speed and difficulty, extra presenta- 
tion points (such as the gorgeous 
backdrops and the ability to drop 
competitors’ trousers) and pixel-perfect 
collision detection, it's everything a 
no-holds-barred beat ‘em up should be. 
It's even more compelling with two human 
players. Every third tournament is one of 
two bonus stages: deflecting balls of 
increasing speed and variable bounce 
with a shield, or kicking bombs off-screen 
before they explode. Its only drawback 
from a purist’'s viewpointis that each player 
is capable of only 17 different moves intwo 
directions (including head-butt and flying 
kicks) — but for sheer enjoyment, you 
won't get any better. é 


KARATE KID Il 


MICRODEAL's effort was one of the first 
beat ‘em ups on 16-bit, and one of the first 
to utilisé computer ‘cheating’. Program- 
med by the ubiquitous Steve Bak, ittackles 
the major pitfall of any beat 'em up head on: 
the problem of repeated moves by a 
human opponentallowing him to win every 
bout. Bak's computer opponents leap 
back a couple of pixels if you atternpt the 
same move twice — they alsohave enough 
built-in intelligence to render random 
joystick waggling ineffective. The game is 
actually a sequel without a prequel, based 
on the film of the same name. It doesn't 
much follow the film's plot though: on the 
screen, wise old Oriental mentor Miyagi 
(Noriyuki Morita) takes the Karate Kid (in 
real life, 24-year old Ralph Macchio) to 
Okinawa, where he's obliged to straighten 
out his dying father's estate. The game 
features Macchio’s character Daniel 
LaRusso attempting to defeat ever more 
powerful adversaries: in effect, it's aoneor 
two-player standard beat ‘em up with 16 
moves including the classic karate kick - 
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JULY 1990 
the roundhouse. On the graphics front, 
both the sprites and the backdrops (which 
change every level in the style of IK) seem 
quite crude, but once they animate the 
effect is reasonably life-like. A game worth 
checking out as much for nostalgia as for 
its addictive qualities. 
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THE NINJA WARRIORS 
PROGRAMMED by The Sales Curve, the 
plot of this conversion of the three-screen 
Taito coin-op is simple: in 1993 Bangler 
has schemed his way to the Presidency of 
the whole world and disposed of all traces 
of democracy and opposition. Mulk, an 
underground scientist, is the world's only 
hope: he's created two ninja warriors from 
molybdeno-titanium, the pair of them 
controlled by remote console links. Having 
these console links in the comfort of your 
own home, it's your task to conquer five 
zones and Bangler’s hideout — who cares 
about the dogs, mutant hunchbacks and 
shrieking ninja opponents? It's a smooth 
conversion of areasonable coin-op, which 
makes it one of the less inspiring 
progressive beat ‘em ups around. It's 
great fun, but with only eight moves and 
some sluggish action, its lastability is 
called into question. 





NINJA SPIRIT 


THIS Activision conversion of an obscure 
lrem coin-op is recommended for dedi- 
cated fans of the original. Slipping into the 
black hood and slippers of a ninja, your 
occupation is to rid the world of a tribe of 
Eastern bad guys. A quartet of weapons 
are to hand — a sword, Deathstar, 
dynamite and a lassoon razor blade. 
Laughing in the face of swordsmen and 
tweaking the nose of diving wolves you 
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scramble up rock faces, through water and 
underground hazards, all the while 
scooping up crystals which conjure up the 
game's unique features: shadow ninja 
spirits, extra energy or emergency flames. 
It's a frustratingly tough game made worse 
by periods of frustrating mediocrity: its only 
redeeming qualities are the weapons and 
the ninjas kangaroo-like leaping abilities. 
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ORIENTAL GAMES 

FOR DETAILS of this MicroStyle martial 
arts masterpiece, read the review on page 
70. 


SHINOBI 

THE SALES Curve's conversion of Sega's 
Shinobi is a horizontally scrolling mission- 
based affair for fans of intellectual 
chop-socky. Its aims are simple: the 
instructions such as ‘pursue the terrorists’ 
are mere covers for making fried chicken 
out of opponents’ brains. The shinobi's 
standard moves allow him to kick and leap 
great distances, but he’s also blessed with 
extra weapons from run-of-the-mill 
shuriken to powerful guns. His best point 
though, is his ability act as a smart bomb: 
pressing the space bar shatters our hero 
into replicas of himself which whizz about 
the screen destroying everything in sight. 
The game's other remarkable feature is its 
bonus screen — a cross between 
Operation Wolf and Space Invaders 
which sees opponents somersaulting 
down the screen as you attempt to 
despatch them with shurikens. Otherwise 
the action has some neat touches such as 
Spiderman opponents, hefty Bosses, a 
different tune per level, hazy speech and a 
time limit. Its bad points are very 
disappointing though. These include very 
poor scrolling, some crude graphics, poor 
collision detection and a difficulty level 
that's not, 












| ANOTHER CapCom coin-op converted to 


16-bit courtesy of US Gold, Street Fighter 
features a character by the name of Ryu 
who decides he's had enough of fish soup 
and tea on the floor and decides to take on 
the world’s best street fighters single- 


handedly. As the fighters change, so do 


the locations, ranging from some pagoda- 
like place in Japan to a railway siding 
somewhere in America. Most of his 
opponents have weapons no more 


_ elaborate than a bunch of fives, but one or 


two have shuriken, bits of lead piping and 
even a boxing glove or two. Whoevergains 
the best of three bouts is deemed the 


EB winner — and Ryu can go on to test his 
s reflexes in bonus levels by chopping piles 


of concrete slabs. Apart from sluggish 
animation and a redundant two-player 


= option, the game's serious flaw is its 
“ difficulty level — it's far too easy. A couple 


of nifty ankle kicks or flying leaps sees off 
most opponents, and you don teven need 
to study the moves properly to win. One for 
kamikaze pilots and masochists only. 
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TIGER ROAD 

US GOLD'S relationship with CapCom 
has spawned many a hack and beat ‘em 
up, not least of which is this unusual 
multi-level caper. It's not a ‘pure’ beat ‘em 
up in the sense that it doesn't feature a 
wide variety of moves, relying more on the 
fast axe-work ofits hero and the speed with 
which he is assaulted by all manner of 
crazy opponents. The villain of this tale is 
Ryu Ken Oh, kidnapper of children, razer 
to the ground of villages and brainwasher 
of simple peasants. Lee Wong (that's you) 
leaps to the rescue indoors and out, 
beating brain dead minions to a pulp, whilst 
picking up bonus power, weapons and 
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goodies. It's not amazingly faithful to the 
arcade original — it's more of an 
interpretation than a pixel-for-pixel con- 
version — but it's graphically smooth and 
manages to capture the coin-op spirit. 
Combat comes thick and fast; but the 
opponents (apart from the end-of-stage 


Bosses) are all pretty ineffectual. Don't 
expect too much. 
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THE PLOT to this US Gold conversion of 
the Irem coin-op is unremarkable. Boy 
meets Girl only to lose her to Evil, so Boy 
takes on Evil in a multi-level scroller to get 
Girl back. And just to hurry him along, 
intermission screens show what the 
enemy is getting up to with your fiance 
(called, oddly enough, Madonna). Thug 
after thug is on the warpath 50 it's a good 
thing you are a Martial Arts Expert, and can 
handle things like nunchakus without 
pricking your fingers. At the end of the first 
level you discover the game's least 
friendly opponent: a man whose biceps 
look like tree trunks, and whose thighs look 
like the same tree trunks about one 
hundred years later. Several somersaults, 
kicks, punches, weapon throws, junk 
yards and fairgrounds further on you might 
just manage to catch up with Madonna — 
but will she be alive or just fit for Kit-e-Kat 
tins? It's a fair conversion marred by 
excessive initial difficulty and defensive 
manoeuvres which prove a tad inaccessi- 
ble. 





WORLD GAMES 

ARGUABLY the highlight of Epyx’s long 
history of excellent sports simulations is 
World Games. Of the eight events it 
contains, one is a version of Sumo 
Wrestling — which is, in fact, the only such 
simulation available anywhere. (Interes- 
tingly enough, MicroStyle's 8-bit versions 
of Oriental Games feature Sumo Wrestling 
as an extra discipline — on 16-bit this 
discipline is lost in favour of the joystick 
editor). Sumois asimple game — the basic 
objective is for one 400/lb lump of lard to 
topple over another 400Ib lump of lard, or 
to push him out of a very small, 
sand-covered ring. It's not surprising, 
then, that Epyx has managed a faithful, 
humorous representation of the sport. It's 
a two-player head-to-head battle of the 
bulge featuring 12 basic moves, including 
push, pull, grab, slap and trip, and a 
spectacular overhead throw (Utchari). The 
quicker you finish the more points you 
receive. lf you haven't slapped any fat 
lately, take a look. 








MARTIAL ARTS movies contain universal 
patterns of behaviour reflected in all 
societies: incredible feats of endurance 
and fighting ability, clashes of strength, 
epic themes, clear moral boundaries and 
cardboard characterisation. It's a genre 
best known for quick-fire violence, rolling 
heads, dead bodies and good guys always 
triumphing over bad guys. Pure martial 
arts have so few injuries because, with the 
exception of judo and full-contact karate, 
all techniques are pulled short of their 
fespective targets in practice. Fighting on 
film is different. 

For a while in the early ‘70s it looked as 
though Hong Kong was on course to 
eclipse Hollywood itself as the film capital 
of the known universe — and it was all 
down to Enter The Dragon, a low budget 
and thinly disquised rehash of the early 
James Bond movies. 

Despite its obvious flaws — bad acting, 
wafer-thin plot and slipshod dubbing — the 
movie was an international smash 
catapulting martial arts supremo Bruce 
Lee into the megastar league. Unfor- 
tunately for Lee he didn't stick around long 
enough to enjoy the fanatical hero worship 
that has been heaped upon him for the past 
decade or so. 

Lee's untimely demise, under circum- 
stances as mysterious as those of fellow 
20th Century icons Marilyn Monroe, John 
F Kennedy and Jim Morrison, may have 
tempered the immediate teen enthusiasm 
for all things oriental and violent, but it far 
from buried it. 

Without Lee as the only bankable 
international star western audiences soon 
tired of the genre and its appeal to cinema 
audiences waned. However, despite the 
ambivalence of the west and Hong Kong 
studios still churned out martial arts based 
movies at a bewildering pace picking up 
massive audiences throughout Asia. 

With the advent of the VCR in the early 
1980s the genre came in for an immediate 
revival in Britain and the States. Video 
stores soon discovered that kung-fu 
movies, no matter how obscure, were 
guaranteed a high turnover and were 
therefore stocked accordingly. 

A cult was born. 

One of the first names to emerge during 
this second coming was America’s Chuck 
Norris, a Korean War and respected 
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BIG SCREEN BEAT ’EM UPS 


karate practitioner. 

Norris’ movie career began with an 
appearance as Bruce Lee's nemesis in 
Way Of The Dragon, followed a little later 
with starring roles in cheap and cheerful 
fodder like Force Of One, Good Guys 
Wear Black and The Octagon, before 
appearing in more mainstream movies 
ae as Missing In Action and Invasion 


Back in Hong Kong anew generation of 
martial arts aficionados were also making 
their presence felt on the 
home video market. 

With the success of Police Story and 
Drunken Master (now a PC Engine 
game), Jackie Chan displayed much of the 
humour and physical prowess, if maybe 
not quite the same charisma, as Lee andis 
now generally considered as his natural 
successor. 

Other names that may not mean muchat 
the box office but are Known amongst the 
video fratemity include Yuen Biao (Dread- 
naught), Michiko Nishiwaki (My Lucky 
Stars), Benny Urquidez (Force: Five), 
and Sho Kosugi (Black Eagle). Not 
forgetting Samo Hung (Dragons 
Forever), who starred with Bruce Lee in 
Enter The Dragon and is renowned for his 
girth. Nicknamed ‘Fatty’, he's also co- 
starred with Jackie Chan in Sky Hawk and 
Way Of The Fat Dragon. 

Never slow to exploit a cult Hollywood 
has used elements of martial arts to good 
effect in recent years. Kurt Russell did 
battle with warring samurais in the 
otherwise unremarkable Big Trouble In 
Little China and Patrick Swayze learnt to 
kick-box for the abysmal Roadhouse. 

However, if the recent US success of 
Steven Seagal's Hard To Kill is anything 
to go by it looks as though kung-fuisinfora 
revival as far aS mass audiences go. 
Seagal burst upon the scene a couple of 
years back as the eponymous hero of 
Nico, a routine cop thriller lifted above the 
run of mill by the star's expertise in 
Aikidoka. 

_ Kung-fu as a mass cinema attraction is 
back inthe limelightin the unlikely form of a 
low budget spoof movie called Teenage 
Mutant Ninja Turtles, produced by 
Golden Harvest, asmall Hong Kong studio 
that gave Bruce Lee his first break 20 years 
ago... 

Curtis Hutchinson 


SMALL SCREEN SHINDIG 


BROADCAST in 42 countries, Kung Fu was the most popular martial arts TV 
series ever made, reaching a Number One rating in the US in 1973. The part 
was Originally offered to Bruce Lee before David Carradine took it — even so, 
the fighting was authentic, with proper martial artists standing in forthe actors. 
The series’ philosophy, however, was more acreation of the scriptwriter's pen 
than ancient Chinese scripture. Carradine seldom did any fighting that 
required any expertise — kung-fu instructor Kam Yuen served as his double. 
Nor (apart from one episode) did he shave off all his hair: most of the time he 
wose a skullcap for flashback scenes. The only other TV series to feature 
martial artists regularly was The Thrillseekers. But how can anyone forget 











Hong Kong Phooey (“Is it Henry, the mild-mannered janitor? Could be...")? 


THE FEMININE TOUCH 


ALTHOUGH Angela Mao (Deadly China Doll) 
was the seminal female film star, Michelle Khan 
was the first to make it to the big time. A former 
Miss Malaysia and ballet dancer forced into 
acting following a crippling back injury, she only 
starred in three films: Police Assassins 1 and2 
and Twinkle, Twinkle, Lucky Stars - roles 
which inspired followers such as Cynthia Khan, 
Elain Lui, Moon Lee, Joyce Godzenski and 
Cynthia Rothrock (Eyes Of The Dragon, China 
O'Brien). 


AKIRA KUROSAWA 

DIRECTING is dominated by Akira Kurosawa 
(Japan) and Chang Cheh (China). Kurosawa's 
most recently acclaimed work is Ran, buthe also 
directed Yojimbo, The Seven Samurai (1954) 
and Throne Of Blood. Chang Chehtorms partof 
a Chinese triangle which also incorporates 
actors Ti Lung and David Chiang, in such 
timeless classics as Have Sword Will Travel 
and Legend Of The Seven Golden Vampires. 
For comic fans, it's interesting to note that Cheh 
directed Wang Yu in The One-Armed Sword- 
sman. The only director to rival this pairing is 
Japan's Inagaki, who made 26 chop-socky 
classics in all 





JEAN—-CLAUDE VAN DAMME 
EUROPEANS looking for martial arts screen 
heroes have a choice of two. Jean-Claude Van 
Damme, aka ‘The Muscles From Brussels’ 
found his fighting feet in films after Hong Kong 
Producer Ng See Yuen signed him to play a 
chop-socky super hero in the low-budget No 
Retreat, No Surrender. A former stunt man on 
some Chuck Norris shoots, he progressed to 
Bloodsport, a virtual remake of Enter the 
Dragon. After Black Eagle and Cyborg he made 
the widely-acclaimed Kick Boxer, yet another 
reworking of the revenge-drama-cum-secret- 
tournament plot. Described as a combination of 
good looks, brawn and high kicks, Van Damme 
looks set to succeed Chuck Norris at the top of 
the chop-socky tree. The second, and the only 
British martial arts actor to achieve fame to date, 
is Mark Houghton a kung-fu expert from 
Coventry. Most of his films are for dyed in the 
dobok martial arts fans only, but he’s also starred 
in Kickfighter and City Cops. Next up is a 
co-starring role with Dolph Lundgren in 
Universal Soldier. 


TOSHIRO MIFUNE 

JAPANESE acting spills over with martial arts 
stars, and there's none bigger than the 
ubiquitous Toshiro Mitune. A practitioner of 
several disciplines (especially kendo), he first 
rose to stardom in the classic The Seven 
Samurai (which inspired The Magnificent 
Seven). He's best known for roles playing a 
rough samurai warrior (as he did in Throne Of 
Blood, a feudal Japanese version of Macbeth), 
but has also starred in the West in typical 
Hollywood films such as Red Sun with Charles 
Bronson. Other Japanese stars include Sho 
Kosugi who starred in Enter The Ninja and its 
imaginatively-titled sequel, Revenge Of The 
Ninja. A towering karate champion, Kosugi is 
reputedly the man who made ‘ninja’ ahousehold 
word in America. 


CHUCK NORRIS 


WINNER of eight major world karate titles, writer 
of karate books and best known for his 
impressive arsenal of kicking techniques, Chuck 
Norris is also the biggest name in cinematic 
martial arts machismo history. He's also more 
recently switched his attention to rewriting the 
Vietnam War on film, acting in the Missing In 
Action trilogy, and kicking heads in Delta Force 
and Firewalker, Thanks to him, Pat Johnson, 
Bob Wall, Richard Norton and Bill Wallace all got 
launched on their careers. His B-movie 
equivalent is Joe Lewis, a former army man who 
took only a year togain black belt status, whowas 
once offered the part of Buck Rogers, and who 
starred in such classics as Force: Five (with 
quart-in-a-pint-pot kick-boxer, Benny Urquidez) 
and Death Cage. 


THE KING 
OF 
KUNG-FU 


NO-ONE knows why Bruce Lee died. At 
the age of 32, five major films and 
countless minor roles behind him, with no 
real history of ill-health, it was the kind of 
mystery that legends thrive on. From the 
media's point of view, the inquest couldn't 
have retuned a better verdict: death by 
misadventure. Speculation ranged from 
the possible — an allergic reaction to a 


.pain-killer — to the downright bizarre — 


poisoning at the hands of rival film-makers 
or the Chinese mafia. 

Whatever the cause, the consequences 
of Bruce Lee's enigmatic death were 
inevitable — it earned him cult status and 
ensured that he'd be forever after 
associated with bringing the fighting 
techniques of the orient into the homes of 
the west. 

Not that Bruce Lee's fighting style was 
strictly traditional. His brand of martial arts 
was definitely hybrid, an amalgam of 
techniques and ideas that slowly evolved 
into a unique personal style. It owed as. 
much to his cosmopolitan background and 
the non kungi-fu influences of his 
childhood — street fighting, dancing — as 
to the rules of any particular martial art. 

What he didn't achieve on celluloid, 
Bruce Lee made up for on the streets. By 
the time he reached 14 he was heavily 
embroiled in local gang warfare and 
getting his knuckles bruised on a regular 
basis. It wasn't an unusual hobby in Hong 
Kong but for Lee, affectionately nick- 
named Little Dragon by his sisters, it had 
one major drawback: he didn't always win 
= and losing made him mad. 

In an effort to maximise his muscle 
power the Littlke Dragon tried his fist at 
various types of kung-fu and finally settled 
on Wing Chun — a 400 year old Chinese 
fighting system which he learned from its 
current master Yip Man. He was talented 
and wanted to become unbeatable. Asifby 
magic, ham-fisted hoodlum was trans- 
formed into street-fighter extraordinaire. 

In 1959 Bruce was shipped off to 
relatives in the west in a last ditch attempt 
to keep him out of trouble with the cops. 
After a brief spell working as a busboy ina 
restaurant in Washington he started 
teaching kung-fu according to the 
philosophy he expounded in his one and 
only book — Chinese Gung Fu: The 
Philosophical Art Of Self Defense. 

The big break didn't come until 1966. He 
was Offered the supporting role of Kato in 
the TV series The Green Hornet. As 
high-kicking chauffeur and bodyguard to 
Van Williams, the great Green Hornet 
himself, he won brief popularity but the 
series didn't lead to more than a few bit 
parts. He appeared briefly in James 
Garner's Marlowe, and long enough to 
expound his philosophy in the Longstreet 
TV series. It left him with enough capital to 
set up three martial arts kwoons (schools). 
What he taught in them was an entirely 
individual brand of kung-fu which he later 
called Jeet Kune Do — The Way Of The 
Intercepting Fist. 

While Hollywood was slow to bite the 
kung-fu bait, Hong: Kong saw and 
acclaimed the local re-runs of the Green 
Hornet. Lee was offered a contract and 
made his first Chinese action film, The Big 
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BRUCE ON FILM 


THE BIG BOSS (1971) 

LEE’S first Chinese action film was actually held up for over a year 
because of problems with distribution and the censors who 
couldn't stomach some of the more gory scenes. |t deals with the 
exploits of anew boy ata factory who backs up striking workers with 
his martial arts skills. 


FIST OF FURY (1972) 

A LOW-budget chop-socky extravaganza, with a fairly bland plot, 
Fist Of Fury was so chock-a-block with steamy oriental action that it 
still man to catapult the high-kicking hero to fame. The 
inmates of one kung-fu school poison the teacher at a rival 
establishment and the adoring pupil, Bruce Lee, sets out on a 
catalogue of revenge. He's torn between his desire to achieve it and 


* the need to keep the reputation of his school clean — revenge 


manages to win by a nose every time. Some of the ensuing carnage 
made its debut in graceful slow motion. It's not to be confused with 
Fist Of Fury ||, a low budget spin-off-cum-rehash made in 1976 which 
starred Ho Tsung-Tao (subtly nicknamed Bruce Li). 


ENTER THE DRAGON (1973) 


AMONG the most elaborate and spectacular of Lee's films, this was 
the first and only kung-fu caper to actually feature the great man's 
voice. Equipped with a heftier budget and a few more American 
cinematic techniques, it was distinguished by the debut of the 
nunchukka and the Philippine escrima stick. As for the plot (and 
nobody really cared about that) it cast Leeas a Chinese James Bond 
on an assignment to infiltrate a Hong Kong martial arts tournament 
and bust an opium racket. 


WAY OF THE DRAGON (1973) 


BRUCE spent some time studying American film-making 
techniques and Way Of The Dragon was one of the guinea pigs. 
Written, produced and directed by the kung-fu king, it had a much 
more ambitious location than traditional Chinese movies (Rome) 
and even an American co-star — Chuck Norris. lt was intended to be 
the first of a series which cast Lee as Tan Lung, a contract heavy 
hired by a Chinese restaurateur to relieve him of problems with the 
local syndicate. The emphasis is on the power of the simple. Tan 
Lung, the country boy, still manages to win in spite of all the 
technology at the disposal of the Westerners. 


GAME OF DEATH (1979) 


BRUCE Lee never finished his last film but enough had been shotto 
put together a posthumous version. Its premier in Hollywood was 
marked by the mayor's proclamation of Bruce Lee Day — June 7th. 
The original plot pitted Lee against some of his oldest pupils — Dan 
Inosanto, who actually introduced Lee to escrima and Kareem 
Abdul-Jabbar, otherwise famous for his exploits as Los Angeles 
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BRUCE LEE THE FIGHTER 


LEE'S own fighting techniques were an expression of his 
past. He used moves from boxing, he used the centre line 
of Wing Chun, he used the highkicks ofnorthem Chinese 
martial arts like Taekwondo and he made the most of his 


va experience of street brawls to fight functionally. As a 
Mi, movie star his facial expressions added to the 


atmosphere of fantastically overdone scenes — off 
screen, or in training, his fighting expression never 
changed at all. Reputation has it that he fixed a piercing 
stare which hedefined as “controlled cruelty", anattempt 
to gain the psychological as well as the physical upper 
hand. 


mg WING CHUN 


Wing Chun to the West and his openness got 
him into trouble. His studies with the current 
| grandmaster were cut short and never 
resumed. Lee continued on his own and 
f eventually came up with Jeet Kune Do, a 
| partial rejection of more traditionalist 
ordered styles, including Wing Chun. 
. Ironically enough, he was repeating an 
_» episode that had occurred more than four 
— hundred years before. Legend has it that 
Wing Chun was founded by the woman Ying 
Wing Chun as a reaction against the more 
complex and rigidly ordered system of the 
Shaolin Ng Mui. 

In Wing Chun, the emphasis is on 
' aggression and the combination of aggres- 
, sive and defensive moves. An imaginary 
centre line is drawn vertically through the 
standing opponent — all attacks are aimed at 
this area and all defenses concentrate on 

ing it. The chief Wing Chun weapons 
are butterfly knives (always used in pairs)and 
the long pole. 

On screen, Lee's flamboyant fighting 
scenes bear little resemblance to the 
economical movement typical of his first 
discipline but they do underline its 
philosophy. Wing Chun's principles of 
simplicity, economy and spontaneity form 
the backbone of Jeet Kune Do. 


BRUCE was the first to reveal the secrets of 


Laker on the basketball) court. 


Boss. 

Along with Fist Of Fury, it led to an 
explosion of kung-fu mania in the west. 
The number of kwoons mushroomed 
overnight, obscure martial arts gained avid 
followers and Lee became kung-fu 
celebrity Number One. By 1971 he could 
afford to charge the bargain price of $175 
for an hour of teaching — and plenty of 
celebrities, including the likes of Steve 
McQueen, flocked to snatch the oppor- 
tunity. Lee appeared on talk shows, visited 
tournaments, publicised his art but most of 
all he made movies. He formed his own 
production company and in 1973 pro- 
duced two more films — Enter The 
Dragon and Way Of The Dragon — 
before embarking on what was sup- 
posedly his most ambitious project, Game 
Ot Death. 

Then suddenly, and quite unexpectedly, 
he died. The Little Dragon left a giant 
reputation behind him. He'd perfected the 
techniques of Jeet Kune Do to sucha pitch 
that there weren'tmany human opponents 
he could safely compete against. He'd 
successfully mastered a range of martial 
arts weapons and at 128lbs he could pack 
the punch of a heavyweight. Of all the 
rumours regarding his death, Bruce Lee's 
closest friends declared that one of them 
definitely couldn't be true — no way could 
he have been felled by a mysterious 
Chinese death touch because nobody 
could have got close enough. 


Kati Hamza 


BINARY BRUCE 


DESPITE the glut of martial arts simulations on the 
market, surprisingly few have jumped on the Bruce Lee 
bandwagon. So far there have been just two. 


BRUCE LEE 

US Gold 

OF THE two available on 16-bit one isn't even a beat 'em up proper. 
Bruce Lee dates back to those heady days when platform games 
were all the rage and stickmen sprites against Play School 
backdrops were hailed as state of the art. A bricky Bruce leaps 
around a network of platforms, corridors and escalators collecting 
lanterns, flicking switches and beating up eternally regenerating 
ninjas and thugs. On 8-bit there's just enough to it to make it 
playable — unfortunately the PC version runs just a tad too fast for 
the modern IBM compatible and that makes it ali a bit too hard to 
play, even for nostalgics. 


BRUCE LEE LIVES 

Software Toolworks 

THIS MUCH more recent effort on the other hand comes with 
everything a decent beat ‘em up should have: 16 well-animated 
moves, good presentation, a wide variety of backdrops and most 
important of all, highly sophisticated artificial intelligence. This is 
not the kind of beat ‘em up where resorting to the same move over 
and over again automatically wins a match. Opponents observe 
your style and react to it, blocking and avoiding your moves. Up to 
three consecutive movements are pre-programmable, and a handy 
practice option displays all possible joystick options on screen so 
there's no need to keep flicking through the manual. The scenariois 
another bonus. Instead of just graduating through a series of ever 
beefier opponents, there are separate missions to complete. Eac)) 
one provides its own set of mix and match drug smugglers — one 
way to ensure you never know who or what is coming neat. 





JEET KUNE DO 


THE WAY Of The intercepting Fist was never 
meant to become a discipline in its own right. 
it originated as a reaction against any kind of 
system and was defined by Lee as a concept 
rather than a technique. Later on, as the 
name became more popular than the idea it 
stood for, he actually regretted naming it. 

For Bruce Lee, kung-fu was a direct 
expression of the self. To him, a great master 
was someone who could turnidea into action 
with the minimum of energy and no more. 
“The closer to the way of Kung-Fu, the less 
wastage of expression there is.” Tradit- 
ionally elaborate systems and disciplines, 
including Wing Chun, frequently struck him 
as repetitive, old-fashioned and of no real 
fighting value. Jeet Kune Do was an attempt 
to move away from what he called this 
“organised despair", “lessons in futility” or 
the “classical mess”. 

Jeet Kune Do was defined as a means to an 
end, not anend initself. twas supposed tobe 
a way of self-discovery, designed to train a 
fighter to express himself in whatever way 
seems best. And if that meant using 
unorthodox methods to get out of a situation, 
80 be it. On one occasion, challenged by a 
man to demonstrate how he would fight him 
with a stick, Lee picked it up and bashed him 
over the head with it. 

The Little Dragon defined three stages In 
the process of acquiring this up-to-the- 
minute technique: learn, apply, dissolve. 
Study a discipline, practice it until you can 
implement it and then allow it to become an 
automatic part of yourself. Fighting should 
come naturally. 
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FIVE HIT 
FACTS ABOUT 
BRUCE LEE 


* Lee Jun Fan (the 
name Bruce wae 


suggested by his 
mother's obatetrician) 
was bor in San 
Francisco on 
Movember 27th, 1940. 


* His father was a 


old enough to talk — 
as a baby stand-in in 
an American 
production of Golden 
Gate Girl. 


* By the time he was 
six he'd been 
by producers in his 


primitive, the Hong 
Kong filma cast him in 
about 20 different 
roles — anything from 
cheeky cherub to 
troubled teen, though 
none of them hed a 
heavy connection with 
the martial arts. 


* The Marquis Of 
Queensbernry's rules 
don't have that much 
in commen with the 
disciplines of Wing 
Chun, but this 
hyperactive bundle of 
tee 


nagedom 
to excel in both. 


* The boxing trophies 


cabinet as the dancing 
ones — Bruce Lee 
loved to boogie and 
had a particular 
penchant for the cha 
cha. At the tender age 
of 14 he was declared 
official Hong Kong 
Cha Cha champion. 








AMERICA TURNS TURTLE PAPER TIGERS: 


THE TEENAGE Mutant Ninja Turtles started life as a 
black and white cartoon comic dreamed up by 
Americans Peter Laird, 36, and Kevin Eastman, 27. 
Fuelled by stories about 500/b turtles being found in 
the sewers of New York living off waste food, they 
were tickled by the idea of slow-moving pokes able 
to move like lighting. There are four turtles which 
grow to human size after being glooped with 
‘radioactive waste. A mutated rat called Splinter 
trains them and names them after his favourite 
painters: Leonardo, Raphael, Donatello and 


Michelangelo. 


“The Beeb 
shows Turtle 
cartoons to 
five million 
kids each 
week under 
the title 
Teenage 
Mutant Hero 
Turtles. Why? 
Well, Ninja 
for 
kiddiwinks is 
a no-no.” 


THEONE 


1h 1 AIF a 


os ur 


TEEN eT U7 


ex TT. 


OK. YOU'RE walking down an unlit street § \ a\ 


in New York City. It's getting late, it’s cold 
and you're worried about getting home 
with limbs intact. Up ahead a gang of 
slimeballs crack knuckles and jeer. th 


steam from the sewers is like a portent 


from Hell saying “Go back... your anatomy 
does not want to be rearranged." 

But then you realise you're surrounded. 
An epidemic of the worst imaginable street 
bums are all around you laughing and 


moving in for the kill — yellow teeth and 2a 


cracked smiles. Your fingers close around 
the steely cold gun in your overcoat 
pocket. You don't wantto use it butit's your 
looks or their lookout. Thank God there's 
four slugs left in the chamber and four 
geeks primed for pushing up daisies. 

Then it happens... your superhero has 
arrived to save your skin and whisk the 
trash off to the slarmmer. 

Is it a man? 

...Of the super-human variety, red cape 
and black crewcut sparkling in the 
moonlight’? 

No! 

Is it a sleek bat-like creature with eyes 
glinting out of a sturdy mask? 

No! 

In front of you are four giant, green 
mutant turtles with headbands on, all 
ready tokick shit out of anyone thatmoves. 
And worst of all they're shouting 
“Cowabunga!” 

You raise your piece and squeeze... al 
least they'll make better soup than the 
guys in the leather and chains. 

Well, what would you do if you actually 
met the Teenage Mutant Ninja Turtles? 
Embrace them and call them your friends? 
What would you do if they came round toa 
party? “Erm... Mum... Meet my new 
friends... Yes, | know they stink of shit but 
they live in the sewers... Here, let me 
introduce you... Thisis Raphael the rebel... 
This is Michelangelo the prankster... This 
is Donatello the boffin and here we have 


Leonardothe leader... Youdon tmindif we' 


throw some shurikens around the house 
and play nunchaku do you?” Better get 
used to having your jackets pressed extra 
Straight, kiddo! 

Yes, it's the complete improbability of 
the Turtles success story which is so 
mind-boggling. A cyborg cop with blazing 
guns — fine. A Kryptonite-fearing hack 
who turns into an all-powerful being. Hey, 
now we're talking. | can almost take aman 
dressed as a bat twisted by the night. But 
heroes-in-a-half-shell who eat pizza in the 
sewers and do flying death kicks while 
shouting surfer-lingo like “Bodacious” and 
“Gnarly”? Has America flipped out of its 
shell for real? 

The answer is yes. The feature film took 
a cool $100 million in its first four weeks. 
The kids vids chart has five Turtles’ titles in 





the Top Seven, one of which has been 
charting for — count ‘em — 80 weeks! It's 
no better than pop charts infested with 
Beatles. One of the leading video stores in 
the States — Erol's Video — has warnedits 
shop managers that the Turtles may even 
be too popular for some stores to cope 
with. In a directive from HQ it pinpoints 
some steps to avoid having a ‘disaster’ 
in-store... “Figure on more staff... you 
need more assistance for all the little 
people.” Scary monsters! US kids have 
already shelled out $50 million on 300 
various Turtles toys and accessories. 

Totop it alla New Jersey merchandising 
company is ready to let rip with Teenage 
Mutant Ninja Turtle dinnerware and health 
and fitness videos. You can just imagine 
it... asmart business executive heading for 
a day on Wall Street having just worked out 
with a mutant turtle. Heavy duty. Better 
watch that Dow Jones Index... 

What is coming round the corner is 
anyone's guess. A re-emergence (God 
forbid) of the turtle-neck pullover? 

The United Kingdom is already bracing 
itself to be shell-shocked. But the main 
debating point, however, is what they're 
going to be called. The Beeb shows Turtle 
cartoons to five million kids eacn week 
under the tithe Teenage Mutant Hero 
Turtles. Why? Well, Ninja for kiddiwinks is 
a no-no. Virgin, which owns the film and 
video rights, is currently debating the 
name change — if any. Chances are it will 
keep the Ninja. As for the Ninja references 
within the film, the censor is less 
heavy-handed these days with martial arts 
equipment, especially so since The 
Thundercats who had a penchant for 
throwing flying stars. 

The movieis supposed tobe greatfunas 
it happens. But it |S sadly ironic that while 
the big screen shows this Renaissance of 
turtles from human excreta (all bearing 
Renaissance-painter's names), inoceans 
around the globe these turtles’ giant 
relatives are on the verge of extinction 
thanks to our pollution. 

Butthat's showbusiness... Cowabunga! 
Peter Dean 
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MARTIAL ARTS comics are published as much in 
America as in the Orient, though few of them ever.make 
the journey into High Street shops here — those that do 
appear are translated from Hong Kong Chinese. 
Inevitably their subject-matter concentrates on the same 
issues found in the cinema: moral boundaries, plenty of 
kicking, a few token ninjas and the odd bit of gore. 


HONG KONG-based 


orlental martial arts 
comics. Packed with 
typically doe-eyed 
heroes expres- 
slons barely ever 


change, they feature | 


detailed, colourful and 
interesting stories. The 
fight sequences in par- 
ticular are 
imaginatively drawn, 
often ei multiple 


visual impact is always 
strong. The comic 
stable also includes the 
excellent Drunken Fist, 
Oriental Heroes, The 
Foros Of Buddha's Palm 
and The Blood Sword. 


PERHAPS better 
known for his work on 
Batman: Year One and 
Batman: The Dark Knight 
Returns, Frank Miller 
hae also had a slab at 
producing a couple of 
comice around a mar- 
tial arts theme. Fonin, 
published by OC Com- 
lea (isgues available 
from 1983), Inter- 


weaves themes of 


futuristic technology 
with contemporary 
sociology in a world 
poised on the brink of 
war. An 800 year-old 
Samurai warrior and a 
shape-changing 
demon, Agat, were 
trapped in a magic 
sword until a computer 
of the future treed them. 
The warrior takes 
possession of a limb- 
loss prosthetic tech- 
nician, Billy. The demon 
(Agat) is also on the 
look-out for flesh to 
possess and settles 
into the head of an 


plenty of bia- 
technology lurking 


imaginative tight 
scenes, claustrophobic 
artwork and a strong 
snigmatic streak, 


DAR LEUNG is another 
Hong Kong-based 
comic producer with a 
nice sideline in flogging 
Chinese art, stone 
Seals, videos, posters 
and books. The comic 
content revolves 
around four main con- 
tenders: ‘Yin Fei The 
Chinese Ninja, The One- 
Arm Swordsman, 4-D 
Monkey and The Invinci- 


ble Four Of Kung-Fu &-. | 


Ninja. All are strong on 
dramatic impact (des- 
pite simplistic plot 


lines) and feature a Dr | ™! 
Kung-fu mailbox which © | 
addresses itself “fay 


seriously to martial arts 
issue5. 





EASTMAN and Laird's 
Teenage Mutant Hero 
Turtles is half the price 
ofthe other comics, and 


stars. the quartet of 


Sritieh (Flestwey b= 


adventures of Usagi 
Yojimbo, the ronin rab- 
bit, eee 

converted 


style. Master Of Kung Fu 
rigidly adheres to a 
serlaliaed "Tune In Next 
Month’ format rather 
than a series of one-off 
tales. Ite worst sapects. 
are heavily 
Americanised text, 

dozens of annoying 
advertisements and 


punching to satisty the 
most petulant pugilist. 


four-part 
Shadowmasters (which 
detalla the origins of the 
ninjas found in the 
pages of The Punisher) 
is much more artis- 
theally accomplished: 
its more modern app- 
roach packs fight 
scenes in with ult 
text, some oriental 
mysticism nonsense 
and a brilliant 
stereotypically evil 
Japanese 
megalomaniac. 


AN EIGHT-issue limited 
series, Elektra Assassin 
was also written by’ 
Miller, but drawn by the 
distinctive Bill Sien- 
kiowicz. The comic's 
complex plot is effec- 
tively conveyed by a 
disjointed narrative 
style which holds its 
secret right until the 
very end. The beat ‘em 
up element is 

through the title 
character, a sword- 
wielding ninja with 
designs on mind cont- 
rol and world domina- 
tion. But its storyline 
alao incorporates 
American Presidents, a 
world (again) on the 
brink of muclear war, 
demons and dwarves 
and a combination of 
futuristic technology 
and traditional 
versus evil conflicts. 
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WHERE TO 
GET YOUR 
KICKS 
BANGKOK 
KNIGHTS 
System 
Activision, Blake 
House, Manor 
Farm Road, 
Reading, Berkshire 
RG? ON 

Tal: (0734) 311666 
AMIGA 

fa Oo 

ATARI ST 

£19.99 

iid PC AND 
COMPATIBLES 

Naa 


BRUCE LEE 
US Gold, Unit 2-3, 
Holford Way, 
Holford, 
Birmingham B6 
7AX 

Tel: (021) 625 
3388 


Ay 

16M PC AND 
COMPATIBLES 

Poa Oo 

Currenity only avilable on 
ine PL. Gold Hils 
Coenen 


BRUCE LEE 
LIVES 

Soltware 
Toolworks, — 
Mindscape, The 
Coach House, 
Hooklands Estate, 
Scaynes Hill, West 
Sussex RHI TNG 
Tel: (044) 486 545 
A MiG A 

£25.99 (TBA) 

ATARI ST 

£29.99 (TBA) 

iBM PC AND 
COMPATIBLES 
£29.99 


BUDOKAN 
Electronic Arts, 
11-49 Station 
Road, Langley 
Business Centre, 
Langley, Slough, 
Berkshire SL3 
aN 

Tel: (0753) 49442 
AMIGA 

i499 

ATARI ST 

Pu, 


aM PC AND 
COMPATIBLES 
£24.89 


CHAMBERS OF 
SHAOLIN 
ThaliovUS Gold, 
Units 2-3, Holford 
Way, Holford, 
Birmingham Be 
FAX 

Tel: (021) 625 
3388 


AMIGA 
Fog 99 
ATARI ST 
£19.99 

16M PC AND 
COMPATIBLES 
TRA, 


DOUBLE 
DRAGON 
Virgin Games, 2-4 
Vernon Yard, 
London Wit 2D% 
Tel: (071) 727 
BO70 

AMIGA, 

£19.99 

ATARI ST 

£19.90 


IBM PC AND 
COMPATIBLES 
£24.99 

NB! Double Dragon i also 
Gurrently avadabie on 
OGoean's Mageum Forse 
Compilation tor Ange ard 
Alan ST 

DOUBLE 
DRAGON Il 
Virgin Games, 2-4 
Vernon Yard, 
London W11 2DX 
Tal: (O71) 727 
8070 

AMIGA, 

a | 

ATARI ST 

£16.99 

AM PC AND 
COMPATIBLES 
P2495 


DRAGON 
NINJA 
Imagine/‘Ocean 
Sottware, 6 
Central Street, 
Manchester M2 
SNS 

Tel: (061) 832 
6633 

AMIGA 

£24.99 

ATARI ST 
E1o.99 

IBM PC AND 
COMP ATIBLES 
pity 


HUMAN 
KILLING 
MACHINE 

US Gold, Unit 2-3, 
Holford Way, 
Hoaltord, 
Birmingham Bé 
FAX 


Tel: (021) 625 
3388 


AMIGA 

£14.96 

ATARI ST 
£14.90 

IBM PC AND 
COMPATIBLES 
ALA, 


INTERNATIONAL 
KARATE 

Syslam 
S/Activision, Blake 
House, Manor 
Farm Road, 
Reading, Berkshire 
RAG? OJN 

Tel: (0734) 311666 
ATARI ST 

£14.99 

AMIGA 

AL 

IBM PC AND 
COMPATIBLES 
€24.99 


HE! interrahonad Karabe 
Ps Deve the-erd lhe 
only available while stacks 
lage 


IK + 

System 
Activision, Blake 
House, Manor 
Farm Road, 
Reading, Berkshire 
RG? OJN 

Tel: (0734) 311666 
AMA 

£24 90 

ATARI ST 

£19.00 

IBM PC AND 
COMPATIBLES 

iA 


KARATE KID Il 
Microdeal, PO Box 
64, St Austell, 
Cornwall PL25 
4¥B 

Tel: (0726) 68020 
AMIGA 

3.30 


ATARI ST 

£3.99 

IBM PC AND 
COMPATIBLES 

MA 

ME! Maoroinad neoenaty 
ormerd 1) deininute 15 
Gack calalogur of garmnies 
software, From now on 
Shae carey placa tna well Dae 
ebie 10 mOKINE fis mail 
slalls, bargain buckels and 
fhe like, This on mo way 
aifects the availability of 
Microceal's offer product. 
Such am cbs gitiliins. 


THE NINJA 
WARRIORS 
The Sales Curve 
And Virgin Games, 
2-4 Vernon Yard, 
London W11 2DX 
Tal: (071) 727 
8070 

AMIGA 

£19.99 

ATARI ST 

Lise 

JM PC AND 
COMPATIBLES 
ha, 


NINJA SPIRIT 
Activision, Blake 
House, Manor 
Farm Road, 
Reading, Berkshire 
RGe OJN 

Tet: (0734) 311666 
AMIGA 


Fa4.99 

ATARI ST 
£24.99 

(BM PC AND 
COMPATIBLES 
ALTA, 


SHINOBI 

The Sales Curve 
And Virgin Games, 
2-4 Veron Yard, 
London 'W11 2DX 
Tel: (O71) 727 
8070 

AMIGA 

£19.99 


TIGER ROAD 
US Gold, Unit 2-3, 
Holford Way, 
Holtord, 
Birmingham Bé 
FAX 

Tel: (021) 625 
33868 

AMIGA 


VIGILANTE 
US Gold, Unit 2-43, 


Birmingham B6é 
TAX 

Tal: (021) 625 
3388 


AMIGA 

£14.89 

ATARI ST 
£14.99 

IgM PC AND 
COMPATIBLES 
ALA, 


WORLD 
GAMES 
EpyxUS Gold 
AMIGA 

E2499 

ATARI ST 
F499 

iM PC AND 
COMPATIBLES 
24.09 





IT’S THE NEXT IS 















aE EA Ta a Se a 


Pw 


Wack ae:-c 


hk 


ey 
hax 


SUE OF THE ONE, WHICH YOU SHOULD 
HAVE ASKED YOUR NEWSAGENT TO RESERVE BECAUSE... 


NEXT MONTH! 


Stand by fora Close Encounter Of The One Kind! Aliens abound inthe August issue. Everything you 
ever wanted to know (and even some things you didn't) about Extra Terrestrials is in our extensive 
feature. The books, the films, the real-life contact, and of course the games. 


THE ONE GUNS! 
A hundred years after he ravaged New Mexico, the Wild West's most famous outlaw is back in 
action — on your computer screen. We reap the whirlwind with the legendary Billy The Kid. 





The third instaliment in the on—going encyclopedia of 16-bit games takes on more Zany Golf, 
Hammertist and E-Motion, and there's the final part of Crack Down into the bargain. 


PLUS PLUS! 


Showcase is back, along with Grafix and Arcades. And a few new features are thrown in for good 


| measure, too, including the first in a regular series of joystick reviews. 


PLUS PLUS PLUS! 


| All the raunchy regulars: reviews, news, Work In Progress, interviews and lots more besides. 


THE ONE ISSUE 23 ON SALE EVERYWHERE (EXCEPT IN 


PLACES WHERE IT'S NOT) FROM JULY 28! 








UT WE'RE NOT BACK HOME - 


ae 





aA aaa 





THE 
ONE 


mlm te) a ae 

The Lost Patrol features 

animated screens the like of 

which we've never seen before” 
The Games Machine }* 








oA, lie, ea 
oat ee Oe er 





















| ROTOX-—The man was 
-@ trooper in the 


tinct . Fira a revolutionary 
elite marines, | 


technique called 


injured on ROTOSCAPE which 
combat duty. allows the whole 
ROTOX = The landscape fo 
' Cyborg has revolve around 
been v*% _ you providing a 
transformed by Ke Damme lo Ohm alle laiinatei¢—) 
22nd century % environment of 
science.into a ! deadly machines 
devastating and BS life 
computer, fo)gaale 
assisted ROTOX — a 
fighting ~ revolutionary 
machine. ate) 


experience! 








